s —

AVits and swords are as straw’s against

che wisdom of the Varkness. growled the
Styutan. his dark eyes [lickering with menieing
Lights and shadow's.

SORCERY: AN
OVERVIEW

THERE ARE ONLY two possible reasons to study sorcery
in the Hyborian Age — knowledge and power. Of the two,
power is by far the most common motivation. True seekers
after knowledge are scarce indeed, though often a scholar will
convince himself he desires knowledge rather than power — and
it may even be true, until he falls prey to the dreadful, corrupting
influences of the dark forces with which he rrafhcs.

What might be termed ‘true’ sorcery can be gained by one or
more of the following methods: delving into the half-forgotten
grimoires of a bygone age; contact with gods, demons, or other
spirits; and learning directly from another sorcerer. All three
methods are risky. The first often puts the body at direcr risk,
for the grimoires thar are nort already in the possession of some
adepr or other are usually hidden away in ghost-haunted tombs
or lotus-poisoned jungles. The latter two almost always require
the sorcerer to put his mind, body and soul alike in thrall to the
greater power from whom he learns. This true knowledge grants
such power, though, that it is almost always worth the price.

Along with rtrue sorcery, which is specracularly effective
but usually quite exhausting to carry out, every sorcerer
supplements his magic with trickery of one kind or another.
Hypnotism and mesmerism are most common in Eastern
regions, and a strong-willed sorcerer can often use them
to control others as though by magic. A more powerful
sorcerer can supplement his mesmeric tricks with raw
magical energy, or use spells to hypnotise at a

w. distance. Herbal potions and alchemical

Sorcerq
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tricks, often infused with true sorcerous power in advance,
can be found throughout the world, though most can be used
only by the sorcerer who made them or another given careful
instruction by him.

REQUIREMENTS FOR
SPELLCASTING

A spellcaster must have both hands free, that is, he must not be
carrying any weapon, shields, or other objects in his hands. The
only exceptions to this are as follows:

d When a spell requires a marterial component or focus of

some kind, in which case the appropriate object must
be held in one hand when the spell is cast.

+ When a spell affects an object or objects, in which
case the spell may allow or require said objects to be
touched or picked up.

PREPARING SORCERY

Most sorcery requires lengthy preparations and is rtiring in
the extreme to the sorcerer. Generally only prestidigitation,
counterspells, hypnotism and other relatively minor sorcery
can be used more or less as required, and even they benefit
from advance preparation. Often sorcerers find it best to use
their magic to create arcane powders or similar objects that can
be wielded at need, since that way they have something that is
useful in combat.

This necessary preparation time is reflected in the long casting
times for the more serious magic.

POWER POINTS

All creatures have a certain amount of magical power flowing
through them simply by being alive. Sorcerers, who are usually
but not always members of the scholar class, have learnt 1o
acrivate this magical power both in themselves and by draining

the life force out of or sacrificing others. This power can be used
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to create a variety of magical effects by those who are sufficiently
knowledgeable.

What is a Sorcerer?

In game terms, a sorcerer is any character who has learned at
least one sorcery style as a class feature of the scholar class, or
who has gained partial access to at least one sorcery style as a
result of taking the Dabbler feat. This is the definition used
throughour this chaprer.

Note that a scholar who always elects to choose a bonus fear
instead of a sorcery style is not regarded as a sorcerer, unless of
course he selects the Dabbler feat.

Of course, public perception of who is and is not a sorcerer may
be very different. A worthy priest of Ibis (scholar class) who
has spent years learning the Counterspells sorcery style may
technically be a sorcerer according to these rules (and a powerful
one at that), but the members of his congregation will certainly
not consider him to be so. Doubtless, after all, he has been
granted divine powers to help fight Ibis's old enemy Set, and that,
of course, is not sorcery — not in the popular perception. On the
other hand, a dilettante noble who dabbles even so slightly in the
Summoning sorcery style may find himself hounded out of town
for his foul magic, though his actual knowledge of sorcery may
be far more limited than the priest’s.

Each scholar starts our with 4 Base Power Points (4 PP), altered
up or down by his Wisdom modifier, if any, and by any bonuses
due to class level. Other characters who learn a small amount
of sorcery tend to do so by the Dabbler feat (see p. 113), which
grants them a mere 2 + Wisdom modifier PP for use.
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“Necromancy is not accomplished by the waving of a
wand. Send a rider to Tarascus. Amd let none approach

“No man in that host
could have been bribed to approach that mysterious black
silken pavilion. the door=flaps of which were always closely
None but .\‘nltotuu ever entered (€, Jret Valces were
of ten heard issuing from it its walls billowed sometimes

B without a wind, and wWeird music came from it. Sometimes. beep

i midnight, its silken walls were lic ved by flames flickering within

Liging in his own tent that night, Amalric heard che sceady rumble of
rum it Xaltotun's tent: through the barkness it boomed steadily
occasionally the “Nemedian could have sworn that a deep. croaking
voice mingled with the pulse of the dram. A he shiddered, for he

) bisew’ that voice was not the voice of Xaltotson. The driom rustled and
muetered on like deep thunder. heard afar a{?: and before dawn Amalri
lineing from his tent. canght the red flicker of Lghtring ofar on the
hern horizon. In all other parts of the sky the great stars bluzed
g hitely. Gut the distant lightning flickered incessantly, [ike the
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has available, assuming there are no special
circumstances. It may go up or down, usually
depending on magic he casts, losing or winning
magical contests with other sorcerers, imbibing
certain drugs, and sacrificing other creatures. The
absolute maximum PP a character may have is equal
to double their Base PP, unless otherwise specified.

GAINING ANO
H LOSING POWER
POINTS

When your PP is higher than your Base PP for any
reason, it gradually begins to revert back to your
Base PP Each hour that passes will cause your PP to
fall by 1 PP until it is back to your Base PP again.

Your Power Points are reduced whenever you cast a
spell, or somerimes if you are the victim of certain
magical attacks. In addition, if you are ever reduced
below 1 hp by any means, your Power Points are also
immediately reduced to zero. You cannor regain PP
. until you have been brought back to 1 hp or above
% by some means.

You can gain Power Points directly from the body
of other living creatures, by sacrificing them or draining the life
force out of their still-living bodies — see Sacrifices and Energy
Drains, below.

If you rest, can regain Power Points that have been lost for any
reason, up to your Base PP as usual. 1 PP is regained per full two
hours of rest.

A group of followers can help you gain Power Points by assisting
you with a ritual — see Power Rituals, below.

SACRIFICES AND
ENERGY ORAINS

If you sacrifice a creature by coup de grace, you may gain one
power point for each full 8 hit points the creature had before
being dealt damage by the coup de grace. This amount may
be increased by selecting Ritual Sacrifice and other feats (see
Chapter 5: Tricks of Sword and Sorcery). It is always possible to
sacrifice a creature purely to a specific entity such as your god or
a demon with which you have some kind of pact, in which case
it gains the power points rather than you gaining them.

If you have a creature helpless and under your power,
you may place your hand against his skin and drain 1d4
Power Points from him as a full-round action. If he is

a sorcerer, this is removed from his usual Power
Points. If he is not a sorcerer, this drain
causes him 2d6 damage to Wisdom,

This is the standard amount of PP a sorcerer

T




Number of
Celebrants

Average Check Result

Less than 10 10 to 14
10 to 19 0 1

20 to 49 0
50 1o 99 0
0

ba

100 or more

and he may not be drained again in this way until his Wisdom
has returned to normal.

POWER RITUALS

You may also gain Power Points by being at the centre of a large

group ritual dedicated to granting you magical energy.

Each must

have at least 1 rank in any Perform skill. At least 20% of the

At least ten celebrants must be involved with this.

celebrants must have 1 rank in Perform (ritual) specifically.

A power ritual takes at least 1 hour, during which time the

celebrants and sorcerer can perform no other actions including

Each of the celebrants makes a Perform check
(which once more must be Perform — Ritual for at least 20%

spellcasting.

of the celebrants), It is usual for the celebrants to Take 10 on

this check. The Games Master cross-references the average

check result for the celebrants with the number of celebrants
on Table 8-1: Power Rituals (Power Points Gained per Hour) to

determine how many Power Points the sorcerer gains from the

power ritual.

A power ritual thar continues for more than one hour allows the
sorcerer to gain additional Power Points each additional hour.

If desired, two or more sorcerers can splic the Power Points

gained from a Power Ritual in any manner on which they can

mutually agree.

PUSHING IT

It is possible, though not always advisable, for a sorcerer to
reduce his Power Points below zero due to the performance of
an especially powerful piece of magic.

A sorcerer’s Power Points can be reduced to a negative number
equal o his Base PP. For example, a sorcerer with a Base PP of
7 could reduce his Power Points as low as -7.
possible to go below this number.

It is simply not

A sorcerer whose Power Points are below 0 may regain

them by rest, but only at the rate of 1 PP per full day of
Q- " rest, until he is back at 0 once again ar which point the

usual rapid restoration of Power Points begins. He

) &

may also regain them more quickly by the usual
means of sacrifice, use of black lotus and
so forth.

1]
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Table 8-1: Power Rituals (Power Points Gained per Hour)

151019 20 to 24 25+
2 3 4
6 8
9 12
12 16

f-N

While his Power Points are below 0, the sorcerer may not cast
any further spells (even if he could theoretically reduce his PP
still further) and is considered to be fatigued (cannot run or
charge, -2 to Strength and Dexterity) until his Power Points are
somehow restored ro 0 or above once more.

THE RULES OF
SORCERY

Though sorcery often scems mysterious to those who do not
practice it, certain patterns can be gleaned from the descriptions
given by Conan and his allies.

THE RULE OF SUccess

As Conan puts it, ‘Sorcery thrives on success, not on failure.”

Whenever a sorcerer is, broadly speaking, succeeding at whart he
Y 5} g 4

is doing when in a high-stress situation (particularly combat),

he becomes still more effective at whar he is doing. At its most

powerful, this can lead to a dreadful chain reaction that can

I'I'lilkc sorcerers ﬁlnl[]ﬁt unsr()ppabk.

Every round in which a sorcerer successfully slays at least one
opponent, either by sorcerous means or by combat, he gains a
morale bonus to all attack rolls and magic attack rolls made for
one round after he killed them. This bonus is as follows:

Enemies Killed Morale Bonus
1 +1
2-4 +2
5-9 +3
10-19 +4
20-49 +3
50-99 +6
100-199 +7
200-499 +8
500-999 +9
1000+ +10

The bonus is immediately cancelled if the sorcerer loses any hit
points during the round following the actions that gave him the
bonus.

Note that these benefits are in addition to any bonus power

points the sorcerer may gain for having sacrificed one or more
of those he kills.
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Furthermore, the rule of success makes it far easier for a sorcerer
to repear a spell which was successful. If he ever casts a spell
which succeeds in all thar it was intended 1o do, he may cast
the same spell the following round at half the usual Power Point
cost (rounded down) for the spell. This even affects spells with
 casting time of greater than one round, so long as the spell is
re-cast within one round of the previous casting being finished.

For example, an awful rite of the were-beast only ever affects a
single victim. Thus, any time a target fails his saving throw, it
can be assumed that the spell is successful, and the next casting
expends only 4 Power Points if cast immediately after the first
use of the spell.

The Games Master always has the final say as to whether a
particular spell succeed sufficiently well to grant this special

bonus.

Both the magic attack bonus and the reduced PP cost from the

Rule of Success can apply simultaneously, if applicable.

He fele an urge to hasten. not mere blind
g

pamic. but an instince of peril growing behind
lis back He sa®d nothing to Yasmina, and she
seemed content to nestle her dark head against

his arching breast amd find security in the clasp of his
iron arms. <He paused an instant on the brink of the
chasm. frowning down. “The haze which daneed in the gorge
was o longer rose=hued and sparkling. Tt Was smoky,
dim. ghostly. like the life=tide chut flickered thinly in a
wournded man. “The thought came vaguely to Coman that

the spells of magicians were more closely tied ta their

personal beings than were the actions of common men to

the actors.

i

THE RULE OF
IMPERMANENCE

e

Almost every spell or magic item has only a limited duration, If
nothing else, all such sorcerous creations will cease functioning
the moment the sorcerer who created them is killed, unless
noted otherwise.

Any time a sorcerer is reduced below 0 hit points, he must
make a separate Will save (DC 25) for each of his sorcerous
creations, of whatever kind. If this is failed, the creation ceases
functioning. In the case of a spell, this means it simply stops
working. For a magic item of some kind, it crumbles into dust
or shatters into tiny fragments, becoming not only non-magical

but non-existent.

Furthermore, if a sorcerer is reduced to killed or lefi for dead
(sce p. 172), all his sorcerous creations immediately cease

functioning, as above, with no chance to be saved.

Conan gazed over the billowing waves of
speurs and wondered what wew' horror the
sorcerer would imvoke. Somehow’ he felt that
Wacohl like all his kind. was more terrible in defense
than attack: to tuke the offensive against him imited

dsaster.

THE RMLE OF OEFENCE

Sorcerers generally have plenty of close-range magic ideal for
counter-attacks, so that any who attempt ro bring death to them
will risk destrucrion themselves.

Any character with at least one sorcery style is also able ro unleash
a defensive blast, as follows, as a last-resort counter-attack:

+ A defensive blast is a free action. It may be taken
cither on the sorcerer’s own turn, or any other time he
is cligible to act or arrack, such as when he takes an
attack of opportunity or unleashes a readied action.

t All the sorcerer’s current power points are expended.

t Any creature within a 10-foot radius of the sorcerer
will be dealt 1d6 fire damage per power point
expended. They may attempr Fortitude saves (DC =
sorcerer’s magic attack roll) for half damage.

knowledge and new forms of power. Diluting that obsession
by any means, whether falling in love, pursuing a new career, or
demonstrating overmuch loyalty to a cause other than their own
sorcerous masters — tends to weaken their magic considerably.
However, if they can somehow draw the source of the distraction
into themselves — for example, by sacrificing their loved one,
succeeding at a major test in the new profession, or rising to
the top of a non-sorcerous organisation only to entice all its
members to their own destruction as a mass sacrifice - their
power is significantly boosted.

In effect, the rule of obsession is played out somewhar like a
minor quest or sub-plot alongside the main campaign. A sorcerer
can always declare himself obsessed with something other than
sorcery. If he does so, his Base Power Points are reduced by -1
to -3, depending on the strength of the obsession. These may be
regained — with interest — only by somehow drawing the object
of the obsession into himself. Unril thar point, his BPP -
will remain penalised, though of course the character’s
current Power Points can still go up and down as usual,
Maximum Power Points are calculated from his new

Base PR

The Games Master may also rule a
sorcerer to be so obsessed, though he
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should do so with care. Usually the only two possible reasons for

doing so are as follows:

1 The sorcerer acquires an Allegiance (see p. 74) to
someone or some group other than his own sorcerous

master or masters, or some demon or other.

t The sorcerer acquires more levels of some other class
than he has levels of scholar.

On the other hand, it is said thar observers
. can tell when someone is obsessed with
_ something and that the obsessed

cannot usually tell. This being

the case, the Games

Master is certainly permitted to make statements along the
lines of ‘you are clearly obsessed with hunting this particular
individual down — if this continues, I will certainly rule you to

be Obsessed.’

The Games Master is also always at liberty to veto any obsession
that the player chooses for his character, to avoid abusive or just

plain implausible obsessions.

A sorcerer with an obsession can regain his lost 1 to 3 BPR
and gain a permanent increase equal to the same amount he
originally lost, by somehow incorporating the essence of the
obsession into himself and his sorcery — a form of symbolic (or
in some cases literal) cannibalism. The precise nature of this
incorporation depends on the obsession, but
some guidelines are given above.

The key to understanding the Rule of Obsession
is that in essence the sorcerer is ‘gambling’
between one and three permanent points of

BPP.

Generally speaking, a sorcerer should not be

permitted more than one obsession per year.

The rule of obsession never applies to a sorcerer
who does not have any levels in the scholar
class. A mere Dabbler (see Chapter 5: Tricks
of Sword and Sorcery) is unaffected by the rule
of obsession, as he is by definition not obsessed
with sorcery, but simply toying with its dark

powers.

Example: Ankh-af-na-Khonsu is a Stygian sorcerer
of some considerable repute, but has found himself
drawn to the service of the highly charismatic King
of Koth. He is a 12* level scholar with a Wisdom
of 14, so his Base Power Points are 9 and his
Maximum Power Points are 27. He has an
Allegiance (Koth) which has developed over some years living in
that land and working directly for the King. The Games Master
decides this to be an obsession worth 2 points of BPE so Ankh-af-
na-Khonsu's BPP is veduced to 7 and his MPP to 21. The sorcerer
realises he must somehow draw the obsession back into himself,
and proposes a plan to the Games Master. He intends to hypnotise
the King of Koth on a long-term and complete basis, forcing the
unforeunate monarch to tear apare the kingdom of Koth in a series
of futile wars, punitive taxes, and bizarre laws. Eventual, when
the kingdom is on the brink of revolt, he intends to slay and ritually
devour the King and seize power himself. If he succeeds, he will have
drawn both i'-'ug and country into immr(ﬂ ane way or the other,
and he will be in harmony once more. The Games Master agrees

that if he succeeds, bis lost 2 BPP will be returned, and he will be

further rewarded with a +2 bonus to BPP for the increase in power

gained by incorporating his obsession inte himself, for a total of 11
BPP and 33 MPP As it turns out, Ankb takes some years to achieve
his aim, and by the time he does so he is 14 level. This would
usually give him a BPP of 10 and an MPP of 40, but while reduced
be is on a BPP of 8 and an MPP of 32. Once he has succeeded in
his aims, he will be ar a BPP of 12 and an MPP of 48.
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THE RJLE OF THE
MASTER

of the backgrounds for the scholar class involve the
racrer being at least partially in thrall to a superior: Acolyte
Pact. Any character with one of these backgrounds, or
character who later joins a sorcerous society or learns the
nic pact spell, or who takes on apprentices of his own, is

ect to the Rule of the Master.

¢ Rule of the Master concerns any character who has learnt

ery from a more powerful sorcerer or demon, who is known
e master. His apprentices, coven novices, or other students
known as thralls.

¢ Rule of the Master has the following effects.

Manipulation: The master of any coven, sorcerous society, or
n just an apprentice or two, ;ﬂways gains a +2 circumstance
wss to Bluff and Intimidate checks targeting any of his thralls,

a +1 circumstance bonus to magic atrack rolls against

om

Power Transfer: The master may at any time attempt to remove
grant a number of Power Points to any or all of his thralls.
is requires either physical touch with the apprentice, or the
sster o have on his person some form of magical link to the

pprentice (see p. 198 for full derails of magical links). Once

r round as a free action, the master may take up to 5 Power

| nes from any one thrall for his own use, or grant said thrall up

5 Power Points for the thrall’s use. 1f desired, the thrall may

sempt to resist this by making a Will save, with the DC set by
he master's magic attack roll.

Vore: Most masters will ensure they gain some kind of magical
nk to the thrall before teaching them a single spell — perhaps a
ontract signed in blood, or a lock of hair.

Ritual Spell: The master can perform ritual spells with his
arious thralls. Any spell he knows can be cast in a ritualistic
1ANNET.

I'he spell's casting time is equal to (1 hour + 10 minutes per
varticipating thrall) or the spell’s usual casting time, whichever
greater.  Additional incenses, oils, smoke-powders and
ther accoutrements must be expended, to a cost of 50 sp per
participating thrall. The Power Point cost of the spell is raised
w +2 per participating thrall, though this may be provided by
power transfer (see above) as usual.

Fach thrall who succeeds ar a Perform (ritual) check (DC = 10
+ total PP cost of casting the spell, including the +2 increase per
participating thrall) grants the master a +1 bonus ro the magic
ittack roll or skill roll he makes as part of the spell. For spells
with a greater range than touch, each +1 bonus granted in this
way also increases the range of the spell by +10%.

e 51

THE RMLE OF THE
SORCERER'S SO\L

The very process of becoming a sorcerer wreaks permanent
changes to the very soul of the sorcerer, changes that other
sorcerers and supernatural entities can detect just by looking
at them.

Any sorcerer, magical beast, or outsider who can meet the eyes
of a sorcerer (if he could cast an Evil Eye range spell, he can meet
the target’s eyes) can immediately sense the latter’s sorcerous
nature, Furthermore, if he spends a standard action examining
the sorcerer further, he may make a magic attack roll (opposed by
the target’s Will save) to determine approximately how corrupt
and powerful the sorcerer is, based on the following scales:

Corruption Points Description
0 Uncorrupted

1-3 Mildly Corrupred
4-6 Corrupted

9-9 Totally Corrupred
10+ Diabolical
Current Power Points Description
Less than 1 Drained

1-4 Very Weak

5-8 Weak

9-12 Strong

13-16 Very Strong

17+ Master

A successful magic attack roll made in this manner will also
reveal the sorcerer’s type and subtype. For example, a character
with the feat Spawn of Dagoth Hill will be revealed to another
sorcerer as an Quisider (native) if he fails his Will save, and a
character who has become a mummy or vampire will be revealed
as Undead (augmented humanoid).

SPELL FAILURE

If you ever try to cast a spell in conditions where the
characteristics of the spell cannot be made to conform, the
casting fails and the spell is wasted.

THE SPELLS RESULT

Once you know which creatures (or objects or areas) are affected,
and whether those creatures have made successful saving throws
(if any were allowed), you can apply whatever results a spell
entails.

CONCENTRATION

To cast a spell, you must concentrate. If something
interrupts your concentration while You arecasting,
you must make a Concentration check or lose
the Power Points casting the spell would
have cost. Furthermore, if the spell
is one which could cause Runaway

Yy

5 —_ NN T g ¢ - —

‘TR




Magic (see below) you must make a Will save (DC 15) failure
results in Runaway Magic as described on page 194. The more
distracting the interruption and the higher the PP Cost of the
spell you are trying to cast, the higher the DC is. If you fail the
check, you lose the spell just as if you had cast it to no effecr.

Injury: If while trying to cast a spell you take damage, you must
make a Concentration check (DC 10 + points of damage taken

+ PP Cost). If you fail the check, you lose the Power Points that

would have been spent to cast the slepp. The interrupting event

strikes during spellcasting if it comes between when you start

1 full round or more) or if it comes in response to your casting
the spell (such as an attack of opportunity provoked by the spell
or a contingent attack, such as a readied action).

If you are taking continuous damage (such as from fire or spell)
half the damage is considered to take place while you are casting
a spell. You must make a Concentration check (DC 10 + 1/2 the
damage that the continuous source last dealt + PP cost of the
spell). If the last damage dealt was the last damage that the effect
could deal then the damage is over, and it does not distract you.

Repeated damage does not count as continuous damage.

Spell: If you are affected by a spell while attempring to cast a
spell of your own, you must make a Concentrarion check or lose

the spell you are casting. If the spell affecting you deals damage,
the DC is 10 + points of damage + PP cost of the spell.

If the spell interferes with you or distracts you in some other
way, the DC is the spell’s saving throw DC + PP cost of the
spell. For a spell with no saving throw, it’s the DC that the spell’s
saving throw would have if a save were allowed.

Grappling or Pinned: The only spells you can cast while
grappling or pinned are those without somaric components and
whose material components (if any) you have in hand. Even so,
you must make a Concentration check (DC 20 + PP cost of the
spell) or lose the spell.

Vigorous Motion: [f you are riding on a moving mount, taking
a bouncy ride in a wagon, on a small boat in rough water, below-
decks in a storm-tossed ship, or simply being jostled in a similar
fashion, you must make a Concentration check (DC 10 + PP
cost of the spell) or lose the spell,

Violent Motion: If you are on a galloping horse, raking a very
rough ride in a wagon, on a small boat in rapids or in a storm, on
deck in a storm-tossed ship, or being tossed roughly about in a
similar fashion, you must make a Concentration check (DC
15 + PP cost of the spell) or lose the PP cost.

Violent Weather: You must make a Concentration

vou are in a high wind carrying blinding rain
or sleet, the DC is 5 + PP cost of the
spell. If you are in wind-driven hail,
dust, or debris, the DC is 10 +

and when you complete a spell (for a spell with a casting time of

checl if you try 1o cast a spell in violent weather. If

=¥ ¥ =S

PP cost of the spell. In either case, you lose the PP cost if you fail
the Concentration check. If the weather is caused by a spell, use
the rules in the Spell subsection above.

Casting Defensively: If you want to cast a spell withour
provoking any attacks of opportunity, you must make a
Concentration check (DC 15 + PP cost of the spell) to succeed.
You lose the PP cost if you fail.

Entangled: If you want to cast a spell while entangled in a net
or some similar effect, you must make a DC 15 Concentration
check to cast the spell. You lose the PP cost if you fail.

CONSEQUENCES OF
MAGIC

Any force so powerful as sorcery can have consequences, some of
them quite unintended by its practitioners. This section covers
the two main risks: a series of spells leading to a magical chain
reaction, and the danger of corruption or madness through

contact with demonic entities.

“Aquilonia is doomed. answered

Xaltotun, womoved. Lance and ax
and torch shall conquer her: or if they

fail. powers from the dark of ages shall

march against her. As the cliffs fell

att “Valkia. so shall walled cities and mowntains

- fall if the need arise. amd rivers roar from their

chammels to drown whole provinces

“Better if steel and bow'string prevail without
further aid from the arts. for the constant use

of mighty spells sometimes sets forces in motion
that might rock the universe.

MIGHTY SPELLS
AND RUNAWAY
MAGIC

Any time a particularly powerful spell is used, there is a risk
that serious, world-wrenching consequences will result. This
is particularly the case with the Summonings style, which has
a real tendency to upset some kind of magical balance and set
powerful, uncontrollable forces into motion.

All the spells which could potentially cause a runaway magic
result are marked with an asterisk (*) in Table 8-3: Spells (sce p.
199). These are known as mighty spells,

A sorcerer can cast up to one mighty spell per week without
fear of dangerous consequences. Each time he casts a further
mighty spell within 7 days of the first one, he must make a Will
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Table 8-2: Runaway Magic

Die Roll  Result

1-10 Minor Burnout! The sorcerer’s magical energies are drained off to place or person unknown. He loses
1d4 Power Points. If this would reduce him below 0 PP, he is instead reduced to 0 PP and dealt 1d6
damage ro Wisdom.

11-18 Major Burnout! The sorcerer's magical energies are drained off to place or person unknown. He loses
2d6 Power Points. If this would reduce him below 0 PP, he is instead reduced to 0 PP and dealr 1d8
damage to Wisdom and 1d8 damage to Charisma.

19-24 Minor Sorcerous Implosion! Magical energies tear the sorcerer apart. His Power Points are reduced to
0 and he is dealt 10d6 damage.

25-28 Major Sorcerous Implosion! Magical energies tear the sorcerer apart. His Power Points are reduced to 0
and he is dealt 15d6 damage.

29-30 Rock the Universe! The sorcerer is killed outright by the forces which he has released. An area around
him, 1d6 miles in radius, is devastated by earthquakes, storms, floods, lightning and meteorites, dealing
20d6 damage to all within the area and reshaping the landscape as the very Earth itself is rent and
pt}undt‘d.

31+ Fate Worse Than Death! As for Rock the Universe (29-30), plus as follows. A sorcerous rift into the

Outer Dark is opened, and a demon from thar dread realm pulls the sorcerer’s soul through the rift,
severing the magical silver cord that bound his soul to his body. He is eternally damned, and his body is
either a lifeless husk or (ar the Games Master’s discretion) is inhabited by a minion of the demon.

Modifiers to Table 8-2: Runaway Magic
+1 for each point by which the Will save was failed

+ sorcerer’s Corruption score

wave. This Will save starts our at DC 10, but the DC rises by
+5 for each additional mighty spell cast within 7 days of the first
nighty spell.

If the Will save is failed, roll 1d20 and consult the Runaway
Magic table.

CORRUPTION AND
INSANITY

IMad? Orastes turned a haggard stare
upon him. ‘Can any man see what T have
seent and remain wholly sane?

For the amoral sorcerer, with some insight into just how
powerful and dangerous are the forces aligned against humaniry,
there is a stark choice between simply giving in to those forces,
and giving in to despair or madness at the recognition that those
forces will someday win. Almost every high-level sorcerer is
likely to be either corrupt or mad, at least to some degree.

Insanity only has a chance to affect sorcerers who already have
at least one point of Corruption. Those who have managed
to avoid being corrupted do not yet have the evil insights that
can lead them to insanity if they later reject attempts to further
corrupt them.

MINOR INSANITIES

Each time an already corrupt sorcerer successfully saves against
Corruption, he must make a second saving throw at the same
DC as the first. Failure causes him to become shaken (-2 penalty
on attack rolls, saving throws, skill checks, and ability checks)
for 1d6 rounds and gain a permanent, minor insanity as agreed
by the player and Games Master from the list below (or from
elsewhere if desired).

A sorcerer who already has a minor insanity and fails a second
insanity save becomes shaken once more, this time for 3d6
rounds, and gains a permanent major insanity, as agreed by the
player and Games Master from the list below.

It is always possible to opt to fail the save against Corruption, if
one would prefer to become corrupted rather than mad.

Delusion: This is any belief which is not true, for example
that the resurrected giant-kings of Old Stygia are plotting ro
overthrow the kingdom of Ophir, or that the Baracha pirates are
a bunch of lovable rogues rather than black-hearted murderers,
The delusion could be a mild form of paranoia, or simply a
complete misunderstanding of one minor aspect of the
way the world works.

Phobia: Choose one suitable phobia, such as snakes,
apes, insects, spiders, or plant creatures. Whenever
the character is in the presence of a creature that
could trigger the phobia, he must make a
Will save (DC 20) or be panicked (-2
penalty on attack rolls, saving throws,
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skill checks, and ability checks, must flee the cause of the panic)
until he can no longer see it.
Sleeplessness: The character lies awake for several hours every
night, unable to sleep or find rest. He must make a Fortitude
save (DC 15) every morning or wake up fatigued (-2 to Strength
and Dexterity, cannot run).

MAJOR INSANITIES

Paranoia: This is similar to delusions, but far more severe; the
sorcerer believes in a number of highly personalised delusions, all
of them relating to persecution and treachery towards himself/
Voices: The character constantly hears voices, often insistently
demanding that he performs particular actions. Any time he
is in a stressful situation (at the Games Master’s discretion) he
must make a Will saving throw (DC 20) or be controlled by the
Games Master for 1d6 rounds, as he carries out an act to the
order of the voices.

Hallucinations: The character sees objects which are not there,
and objects which are there are distorted. He suffers a constant
penalty of -2 to all atrack rolls, whether melee or ranged.

RECOVERING FROM
INSANITY

A character who does not practice any sorcery or have contact
with Corrupting influences for three months may make a Will
saving throw (DC 15 for minor insanity, DC 20 for major
insanity) at the end of that time to completely recover from his
insaniry.

SPELLS ANO

SPELLCASTING

Sorcerers in Hyboria are limited by their strength of will and
command of magic. In Conan the RPG, this translates into
their Power Points. Most spells have several prerequisites,
much in the same way that Feats do — a sorcerer must meet the
prerequisites before learning the spell.

Many spells require either a magic attack roll or a skill check as
part of the casting process. This is detailed as part of the entry
for each spell.

sSPELL
OESCRIPTIONS

The description of each spell is presented in a standard
format. Each category of information is explained and

. defined below.

NAME

The first line of every spell description gives
the name by which the spell is generally
known.

POWER POINT COST

As described above, each spell in Conan The Roleplaying game
has a PP cost that must be paid by the sorcerer wishing to can
it.

COMPONENTS

A spell's components are what you must do or possess to cas
it. The Components entry in a spell description includes
abbreviations that tell you what type of components it has
Specifics for material, focus, and XP components are given &
the end of the descriptive text. Usually you don't worry abowss
components, but when you cannot use a component for some
reason or when a material or focus component is expensive, then
the components are important.

Verbal (V): A verbal component is a spoken incantation. 15
provide a verbal component, you must be able to speak in &
strong voice. A gag or some other obstruction to speaking sposis
the incantation (and thus the spell). A spellcaster who has bees
deafened has a 20% chance to spoil any spell with a verbal
component that he or she tries to cast.

Somatic (S): A somatic component is a measured and precise
movement of the hand. You must have at least one hand free s
provide a somatic component.

Material (M): A material component is one or more physical
substances or objects that are annihilated by the spell encrgies
in the casting process. Unless a cost is given for a masessl
component, the cost is negligible. Don't bother to keep track of
material components with negligible cost. Assume you have o8
you need as long as you have your spell component pouch.

Focus (F): A focus component is a prop of some sort. Unlike &
material component, a focus is not consumed when the spell &
cast and can be reused. As with material components, the com
for a focus is negligible unless a price is given. Assume tha focus
components of negligible cost are in your spell componess
pouch.

XP Cost (XP): Some powerful spells entail an experience posss
cost to you. No spell can restore the XP lost in this manner. You
cannot spend so much XP that you lose a level, so you canmes
cast the spell unless you have enough XP to spare. Howeses
you may, on gaining enough XP to attain a new level, use those
XP for casting a spell rather than keeping them and advancieg
a level. The XP are treated just like a marterial component—
expended when you cast the spell, whether or not the casting
succeeds.

CASTING TIME

Most spells have a casting time of 1 standard action. Others rake
1 round or more, while a rare few require only a free action.

A spell that takes 1 round to cast is a full-round action. It comes
into effect just before the beginning of your turn in the round
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A rarget, who has specified that he has shut his eyes or turned
his back on the caster, or is wearing a blindfold, does not need to
make a saving throw. The caster gains total concealment against
the target as if the caster were invisible. Thus, any artack the
target makes against the caster has a 50% miss chance, and the
opponent cannot use sight to rarget attacks.

he spell affects only you.

s must touch a creature or object to affect it. A rouch
feals damage can score a critical hit just as a weapon
«h spell threatens a critical hit on a natural roll of 20
e dieals double damage on a successful critical hit. Some touch
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P 8 If visibility is limited (by dim lighting, a fog, etc.) so that it

results in concealment, there is a percentage chance equal to
the normal miss chance for that amount of concealment that
the target will not need to make a saving throw. This chance is
not cumulative with chances to avoid the evil eye, bur instead is
rolled separately.

W wiling rargets as you can reach as part of the casting, but
o s of the spell must be touched in the same round thar
e Seminhs casting the spell.

spell reaches as far as 25 feet away from you. The
range increases by 5 feet for every two full caster

Characters using darkvision in complete darkness are

. : y affected by an evil eye spell normally.
Wt | he spell reaches as far as 100 feer + 10 feet per caster % Y P ;
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If the target is able to avoid meeting the caster’s
gaze during the round the spell is cast, the

w5 spell reaches as far as 400 feer + 40 feer per caster evil eyespell has no effect.




Unlimited: The spell reaches anywhere on Hyboria.

Magical Link: Anyone with even a vague, half-mythical
understanding of sorcery — and that includes almost everyone
in the Hyborian Age — knows of several highly sinister methods
of sending out a spell from the sorcerer to his victim. The
sorcerer uses an item that has an intimate connection with the
victim, such as a fragment of his clothing, a discarded sandal,
a nail-clipping or lock of hair, or some bodily fuid or other.
Whichever method is used, this is known as the Magical Link

If a Magical Link is available, the sorcerer may use cerrain spells
(those with a range listed as ‘magical link") against the vicrim
from any range, even if he is unable to see the victim. The
sorcerer must hold the Magical Link in his hand when casting
the spell to gain these benefits, and retain it abour his person for
the duration of the spell, or else the spell instantly ends.

Range Expressed in Feet: Some spells have no standard range

category, just a range expressed in feet.

SPELL ODURATIONS

A spell’s Duration entry tells you how long the magical energy
of the spell lasts.

Timed Durations: Many durations are measured in rounds,
minutes, hours, or some other increment. When the time is up,
the magic goes away and the spell ends. If a spell’s duration is
variable the duration is rolled secretly (the caster doesn’t know
how long the spell will last).

Instantaneous: The spell energy comes and goes the instant the
spell is cast, though the consequences might be long-lasting,
Permanent: The energy remains as long as the effect does. This
means the spell is vulnerable to dispel magic.

Mortal: Due to the Law of Impermanence, permanent effects
are almost impossible for most sorcerers to create. Long-lasting
spells instead work for a duration of Mortal. This lasts for as long
as the sorcerer himself is still alive, though it may be affected by
the Law of Impermanence as usual if he is badly injured.

Concentration: The spell lasts as long as you concentrate on
it. Concentrating to maintain a spell is a standard action that
does not provoke attacks of opportunity. Anything thar could
break your concentration when casting a spell can also break
your concentration while You aremaintaining one, causing the
spell to end.

You cannot cast a spell while concentrating on another one.
Sometimes a spell lasts for a short time after you cease
concentrating,

Power Points: A spell with a duration of Power
Points will last as long as the caster continues
to pay the Power Point cost whenever

required to do so.

- At
Subjects, Effects, and Areas: If the spell affects creatures directly
the result travels with the subjects for the spell’s duration. If the
spell creates an effect, the effect lasts for the duration. The effect
might move or remain still. Such an effect can be destroyed prior
to when its duration ends. If the spell affects an area then the
spell stays with thar area for its duration.

Creartures become subject to the spell when they enter the area
and are no longer subject to it when they leave.

Touch Spells and Holding the Charge: In most cases, if you
don't discharge a touch spell on the round you cast it, you can
hold the charge (postpone the discharge of the spell) indefinitely.
You can make touch artacks round after round. If you cast
another spell, the touch spell dissipares.

Some touch spells allow you to touch multiple targets as part of
the spell. You cannot hold the charge of such a spell; you must
touch all targets of the spell in the same round that you finish
casting the spell.

Discharge: Occasionally a spells lasts for a set duration or until
triggered or discharged.

(D) Dismissible: If the Duration line ends with ‘(D),’ you can
dismiss the spell at will. You must be within range of the spell’s
effect and must speak words of dismissal, which are usually a
modified form of the spell’'s verbal component. If the spell has
no verbal component, you can dismiss the effect with a gesture.
Dismissing a spell is a standard action that does not provoke
attacks of opportunity.

A spell that depends on concentration is dismissible by its very
nature, and dismissing it does not take an action, since all you
have to do to end the spell is to stop concentrating on your
turn.

THE MAGIC ATTACk
ROLL

A magic artack roll is made whenever you attemprt to injure
another with your magic and in most cases when you attempr to
compel another. It is made as follows:

Magic Artack Roll: 1d20 + Magic Attack Bonus + Charisma

modiher

In most cases it is opposed by the victim’s relevant saving throw.

SORCERY STYLES

The following styles of sorcery are available to scholar characters
in Conan The RPG. Some of them may also be gained in a
limited form by non-scholar characters, by selecting the Dabbler
feat (see p. 113).
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Iable 8-3: Sorcery Styles

Sorcery Style Spells

ou mrrspr!ir

Lunes

Divination

Hypnotism

Warding

(Basic Counterspell)
Greater Warding
Incantation of Amalric’s
Witchman

Rune of Jhebbal Sag

Lesser Ill-Fortune
(Basic Curse)

Awful Rite of the Were-
Beast

Curse of Yizil

Dange of the Changing
Serpent

Draw Forth the Soul

Gelid Bones
Greater [ll-Fortune

]H—Furlllnc

Astrological Prediction
(Basic Divination)

Dream of Wisdom

Mind-Reading
Psychometry

Sorcerous News
Greater Sorcerous News
Visions

Visions of Torment and
Enlightenment

Entrance
(Basic Hypnotism)

Dance of the Cobras

Domination

Dread Serpent

Hypnotic Suggestion

Mass Hypnotic Suggestion

—e w § 1%

Prerequisites

10 ranks of Knowledge (arcana), warding
4 ranks of Knowledge (arcana), warding

4 ranks of Knowledge (arcana), 6 ranks of Knowledge (religion), Wis 13,
warding

Magic attack bonus +6 or higher, lesser ill-fortune

Magic attack bonus +4 or higher, lesser ill-fortune, warding

Magic attack bonus +4 or higher, lesser ill-fortune, must be a Pict

Magic attack bonus +7 or higher, lesser ill-fortune, Ritual Sacrifice, Tormented
Sacrifice

Magic attack bonus +2 or higher, lesser ill-fortune, calm of the adepr

Magic attack bonus +3 or higher, lesser ill-fortune

Magic artack bonus +1 or higher, lesser ill-fortune

Knowledge (arcana) 4

Astrological prediction, visions, Knowledge (arcana) 10 ranks, Knowledge Is
Power class feature

Astrological prediction, Knowledge (arcana) 8

Astrological prediction, Knowledge (arcana) 5

Astrological prediction, Knowledge (arcana) 12

Astrological prediction, sorcerous news, Knowledge (arcana) 16

Astrological prediction, Knowledge (arcana) 8 ranks

Astrological prediction, visions, entrance, Knowledge (arcana) 12 ranks, magic
attack bonus +5

Entrance, telekinesis, Riwual Sacrifice, Perform (any musical instrument) 8 ranks,

must be a worshipper of Hanuman
Entrance, magic attack bonus +3
Entrance, magic arack bonus +4
Entrance, magic attack bonus +2

Entrance, hypnotic suggestion, magic attack bonus +5

NS ———
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Nature Magic

Necromancy

Oriental Magic

Prestidigitation

Summonings

scholars.

—

Ranged Hypnotism

Savage Beast

Summon Beast

(Basic Nature Magic)
Animal Ally

Children of the Night
Greater Summon Beast

Sorcerous Garden

Raise Corpse

(Basic Necromancy)
Agonising Doom
Black Plague*
Greater Black Plague’
Death Touch

Draw Forth the Heart

Calm of the Adept
(Basic Oriental Magic)

Darting Serpent
Shape-Shifter
Warrior Trance

Yimshas Carpet

Conjuring

(Basic Prestidigitation)
Burst Barrier
Telekinesis

Telekinesis, Greater

Master-Words and Signs
(Basic Summoning)
Demonic Pact

(Basic Summoning)

Demonic Pact, Greater *

Summon Demon*

Summon Elemental®

Notes to Table 8-3: Sorcery Styles

Sorcery styles in izalic are suitable choices for 1%-level

Lx.,

""n

Entrance, hypnotic suggestion, magic attack bonus +5

Entrance, hypnotic suggestion, magic attack bonus +3

Knowledge (nature) 4 ranks

Knowledge (nature) 6 ranks, summon beast
Knowledge (nature) 8 ranks, summon beast
Knowledge (nature) 5 ranks, summon beast

Knowledge (nature) 10 ranks, Craft (herbalism) 12 ranks, summon beast

Scholar level 4+

Raise corpse, death touch, magic attack bonus +6
Magic attack bonus +7, naise corpse
Magic attack bonus +8, black plague, raise corpse
Raise corpse, magic artack bonus +5

Magic artack bonus +7, Ritual Sacrifice, Opportunistic Sacrifice, Tormented
Sacrifice, raise corpse, death touch, agonising doom, conjuration, telekinesis

Wis 13

Calm of the adept, scholar level 3
Calm of the adept, scholar level 12
Calm of the adept, scholar level 3

Calm of the adept, summon elemental, scholar level 14

Scholar level 1, Sleight-of-Hand 4 ranks

Prestidigitation, scholar level 3
Pmrid:'q:f::r.r’w.'. scholar level 3, Sleight-of-Hand 5 ranks

Prestidigitation, telekinesis, scholar level 3, Sleight-of-Hand 6 ranks, BlufFG
ranks

Magic attack bonus +6, Knowledge (arcana) 15 ranks, must know at least four
sorcery styles. must never have cast the demonic pact spell

Scholar level 1, Knowledge (arcana) 4 ranks

Magic attack bonus +6, demonic pact, Ritual Sacrifice, Tortured Sacrifice,

Knowledge (arcana) 15 ranks, must know at least four sorcery styles, must have

cast the demonie pact spell
Master-werds and signs or demonie pact, magic attack bonus +4

Moaster-words and signs or greater demonic pact, magic attack bonus +7, Perform
(song or any musical instrument) 15 ranks.

* Spells marked with an asterisk are potentially
world-changing ones that are especially likely

% to have runaway magic effects (see p.

194).




GREATER

WARDING

PP Cost: 4

Components: V, 5, M

Casting Time: 1 full round

Range: Touch

Subject: Creature rouched,

Duration: Instantaneous, or up to one hour, plus

Zamorian thieves. partly protected by spells T

learned from sources better left wmmentioned. stole
L yponr muomimy=case from wnder the very talons of those
which guarded it in the dark and by camel=caravan and
tlleyy and ox-wagon €€ came at last to this city.

er their frightful juest = stale the «Heart of Ahriman from
Jarnted cavern below’ the temple of Mitra. and all the skill of

one hour/scholar level or until used, depending
on version chosen.

Prerequisites: 10 ranks of Knowledge (arcana),
wz:m’ing

Magic Attack Roll: Opposes opponent’s Magic
Artack Roll.

wen and the spells of sorcerers wearly failed. One man of them
ived Long enongh to reach me and give the jewel into my hands,

before he dicd slavering amd gibbering of what ke had seen in that

accursed erypt. “The thieves of Zamora are the most faithful of

wen to their trust. “Fven wich my conjurements. none but they
5

could have stolen the Heart from where it hus lain in demon- Greater warding has two modes of use.

ararrded Yarkness sinee the fall of Acheran. three thousamd years

e
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COMNTERSPELLS

ounterspells are very much sought-after by almost all sorcerers,
ance a rival wizard can be even deadlier than a sword-wielding
immerian to the typical sorcerer. Many scholars who do not
sherwise practice sorcery learn counterspells, just so as to have
s weapon of sufficient power to allow them to bring the fight to

netr enemy SOrCercrs.

WARDING (BASIC
COUNTERSPELL)

PP Cost: 2

Components: V, S

Casting Time: 1 standard action

Range: Personal

Effect: One or more spells already affecting you, or one spell
1bout 1o affect you.

Duration: [nstantaneous

Magic Attack Roll: Opposes opponent’s Magic Artack Roll.

For each spell already affecting the sorcerer when it is cast, the
caster of warding may make a
magic artack roll opposed by
a magic attack roll from the
original caster to cancel the
spell completely. Furthermore,
a warding can be prepared with
a ready action, conditional on
another sorcerer casting a spell,
allowing for an opponent’s spell
to be cancelled before it even
begins.

Other counterspells may not be
affected by a warding.

on [;éf:srr him the form began to :[:-o{\'
| Yo on oneline = to waver
effort. the Aquilonian burst the bonds
of silence and spoke a eryptic and awful
ncantation. Amd as the frightful words
eut the silence. the white giant haleed - f;‘t‘:“
= again his outlines stood out clear wnd bold
st the golden bdrﬁg-r-omlb

“Now’ {:rff on, bt ‘I_rOM.' cried .,“\m-l!ri"r ’r‘lptﬂ'ir.rff\lﬁ.
T have bownd yow into your bpoman shape! The black
wizard spoke truly! Tt was the master word he
gave me! Fall on. Ollam—onge= till you break the

The first acts like a warding spell that can be cast

on another creature, immediately countering

any spell or spells affecting it if the sorcerer can
succeed ar a magic attack roll opposing the magic artack roll of
the sorcerer who originally cast the spell.

The second use acts like a one-use warding spell that can be
transferred to another creature. Unlike warding, and the first
use of greater warding, it may be cast in advance, in which case
it comes into effect as soon as another sorcerer attempts to cast a
spell on the subject. After one use, it stops working.

Material Component: Paints and oils worth 50 sp, with which to
inscribe protective runes on the subject.

INCANTATION OF
AMALRIC'S WITCHMAN

PP Cost: 2
Components: V
Casting Time: 1 standard action
Range: Close (25 fi. + 5 ft. per scholar level)
Targets: One creature
Duration: Mortal

Saving Throw: Will negates
ranks of
Knowledge (arcana), warding
Magic Attack Roll: Sets DC
for rarger’s Will saving throw.

Prerequisites: 4

“With u terrible

This spell renders any god
who has taken
form rto

or demon
on humanoid
walk the earth partally
human, with all the
vulnerabilities  of
any other
human.

That is,

spell by feasting on my heart. you are md> more than

a mant [ike mel

any




innate Damage Reduction it may have had is lost, as is any
immunity to critical hits, sneak artacks, and other attack
forms. If it had any particular vulnerabilities, however, these

are unaffecred.

RUNE OF JHEBBAL SAG
PP Cost: 3

Components: S, M

Casting Time:
Range: Touch
Effect: Any worshippers of Jhebbal Sag who come within 25

1 round

feet + 5 feet/scholar level of the rune.
Duration: Mortal

Saving Throw: None
Prerequisites:

Knowledge (religion), Wis 13, warding

The rune of Jhebbal .\}{5',‘- when inscribed or [‘.Iilllt‘d onto any

surface, lets any worshippers of Jhebbal Sag (see Chapter 11:

Religion) know thart the sorcerer is friendly. Its most notable

effect is to release the subjecr or subjects of a summon beast

spell from the spell as soon as they come within range.
However, all animals remember their god Jhebbal S

and will become calm and non-aggressive if they

come within range. Likewise, if any human

»

or other intelligent worshippers of the
rod come within range, the sorcerer

gains a +2 circumstance bonus

4 ranks of Know ledge (arcana), 6 ranks of

to all Charisma-based skill checks regarding them. In effect,
he is demonstrating an allegiance to Jhebbal Sag, though this

.1||L"f_!i:111x.\ need not be true.

CURSES

Sorcerers are feared most of all not for the dark powers with
whom lllv_\' traffic or the strange artefacts :ln."\' create, bur for
what they can do to ordinary folk, cursing them in a variety of

cruel and horrid ways.

Any character who is under the effects of a curse that does
not have immediately obvious physical effects may attempt a
Knowledge (arcana) check (DC 10 + scholar level of the sorcerer
who cast the spell) to determine that he is affected by a curse.
If he succeeds by at least 20, he can also determine the precise

nature of [hL‘ cursc .lI'id [I]C name of the sorcerer who cast It

LESSER ILL-FORTUNE
(BASIC CURSE)

PP Cost: 2
Components: V

Casting Time: | action
Range: Evil Eye, Touch or Magical Link
Target: One creature

Duration: One day

Saving Throw: Will negates




#

were red jewels set in the ebony of night

‘ o men to be seen: only a hairy winged horror that squatted in
the center of a ring of fifty greatispotted lyenas that pointed
quivering muzzles to the ghastly sky and howled like souls in

hell.

Magic Attack Roll: Sets DC for target’s saving throw

he character places a curse on the victim. The victim suffers a

enhancement penalty to all arrack rolls, saving throws, ability
hecks, and skill checks. This is not cumularive with the effects
§ greater ill-fortune or ill-fortune — only the most severe penalty

spplies.

AWFUL RITE OF THE
WERE-BEAST

PP Cost: 8
Components: V, 5, M
Casting Time: 5 minutes
Range: Touch

larget:

Duration: Instantaneous

One creature

Saving Throw: Will negates, and see below
Prerequisites: Magic attack bonus +6 or higher, leser ill-
fortune

Magic Attack Roll: Sets DC for target’s saving throw

I'his dire ritual permanently changes a human into a were-
reature of a variety chosen by the sorcerer (see p. 328). The
target may attempt a Will saving throw to completely negate

the effects.

— - .

before they can trap my soul forever!

e ——
“ Exhansted they luay down among the ruins where

red blossoms that bloom but once in a contury

- - -

B waved in the full moon. and sleep fell upon them.
a = Am as they slept, a hiveous shape crept red-cyed
, .{‘n\m the shadow's wnd prr{:wnm'é weird and .m'[-uf
'y rites about and above each .\fr(‘prr The moon fmuﬂ in
the shadowly shy. painting the Jungle red and black: above the
squ-w'.\ _.|f.l'lmrr(‘rr? the erimson blossoms. like .\',JIL tshes t\[‘[lf.\a(\
Then the moon went down amd the eyes of the necromancer

When dawn spread its white veil over the river. there were

= e
_.’i‘ft! e gasped. and his weakening Voice Was
tomal. T bnow now what brings me to the pyre. 1
e beewon a far journcy and T umderstand. I have

w ensorcelled by the Wizards n,f'tl'lr.' Himelians. ‘f'ﬁc‘lf
Py soul out of my body and far away, into a stone room
¢ they strove to break the silver cord of life. and thrust my
soul into the body of « foul might=weird their sorcery summoned
up from hell. Al T feel thetr pull upon me now! “Your ery amd
the grip of your fingers browght me back. but T am going fust

My soul clings to my body. but its hold weakens. Quick - kill me

If the sorcerer has the Rirual Sacrifice feat, he
gains Power Points as though he had sacrificed
the targer of the spell, assuming the rarger
fails his save and becomes a were-creature.
The magical energy released by this horrific
transformation is ar least as grear as that
released by killing the targer outright.

The creature altered in this way is at least
partially under the thrall of the sorcerer, and
will attempt to remain within 500 feet of the

sorcerer gives the target a direct order he must
make a magic attack roll against the targert’s
\ i Will save to compel him to obey. If the rarget

succeeds in saving, he is temporarily relEased

( sorcerer at all times. However, any time the

from the sorcerer’s command for 1d6 rounds,

after which time he may attempr another Will
save. Success on this save means he is permanently released,
though he is still a were-crearure; failure means he is once more
under the sorcerer’s thrall. At any time, the sorcerer can elect to
permanently release the creature from his thrall, though again
he cannot reverse the spell withour some form of countermagic.

Most sorcerers thus use this spell ro create guards or just
cause mischief, rather than in the hope of creating a legion of
permanent servants; the risk of losing control is just too great,
and few were-creatures created by this spell will hold back if
However,
for the sorcerer who rarely calls on his creations to carry out a

they get a chance to attack their erstwhile master.

direct order, they can make a useful escort or guard complement,
perhaps for many years.

Material Component: Various rare essences and herbs to a value
of 100 sp-

CURSE OF Yyi1ziL
PP Cost: 2+ (see below)

Components: V

Casting Time: Free action

Range: Evil Eye, Touch or Magical Link
Target:
Duration: One day
; “y Saving Throw: None

3 Prerequisites: Magic artack bonus +4 or higher,

One creature

lesser ill-fortune, warding

This spell is a dying curse, used by a sorcerer to
weaken a rival. It may only be cast by a character
who is on between -1 and -9 hit points
(inclusive), bur it may be cast even if that
character would usually be unconsciousand 885
unable to act - he manages, somehow, to

use the last of his fading willpower

-, —
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4 ' to cast the spell. Immediately upon casting the spell, he dies,
Fate Points notwithstanding,

The target of the spell suffers an enhancement penalty to his
magic attack rolls equal to one-half the number of Power Points
the sorcerer had left on casting the spell (rounded down).
However, the curse of Yizil is so subtle that in most cases the
sorcerer will have no idea it is affecting him.

Special Note: Any sorcerer who meets the prerequisites for this
spell automatically knows it, without needing to select it with
either the New Spell class feature or the Sorcerer’s Boon feat.

DANCE OF THE

CHANGING SERPENT

PP Cost: 5

Components: V,5 M, F

Casting Time: 10 minutes

Range: Evil Eye

Target: One crearure

Duration: Instantaneous, but see below

Saving Throw: Will negartes

Prerequisites: Magic artack bonus +4 or higher, lesser ill-
fortune, must be a Pict

Magic Attack Roll: Sets DC for targed’s saving throw

This spell places a man’s soul in a ghost snake’s body, and vice
versa, However, unlike such spells as awful rite of the were-
beast, the transposed souls are highly disorientated and have no
insight into the correct way to control their new bodies. Both
are regarded as helpless in all respects, and if left alone will
eventually die of starvation as they cannot even feed themselves.
Both creatures ger Will saves, and if at least one of them
succeeds, the spell fails.

If the sorcerer has the Ritual Sacrifice feat, he gains Power Points
as though he had sacrificed the target of the spell, assuming the
target fails his save and changes souls with the great serpent. The
magical energy released by this horrific swapping of essences is at
least as great as that released by killing the targer outright.

It is common among the Picts to immediartely sacrifice both snake
and man, once it is clear the spell has worked. If this is done
using the Ritual Sacrifice feat, the sorcerer gains Power Points
as usual for the sacrifice. He also gains an enhancement bonus
of +4 on all Intimidate checks against anyone who witnessed
the whole ceremony. Furthermore, he gains a +1 enhancement
bonus to all magic artack rolls, due to the favour of his gods.
These bonuses last for one day per scholar level.

* Gebal halted shore in his
headlong plinge. as if he had
g encorntered a sold barrier. His
bull head toppled forward on his

breast. the sword slipped from his fingers,
and then he meleed slowly to the floor. Tt
\wias as if all che bones of his frame had

suddenly become [lLabby.

Material Components: Smoke-powders worth ar least 50 sp,
plus one ghost snake (see p. 310). [f desired, this can have been
summoned by means of a summon beast spell.

Focus: A bonfire at least 5 feet by 5 feet in size.

ORAW FORTH THE soul
PP Cost: 20 for the first hour, 10 per hour thereafter
Components: V, 5, M
Casting Time: 1 day
Range: Magical Link
Target: One crearure
Duration: Up to one hour/scholar level
Saving Throw: See below
Prerequisites: Magic attack bonus +7 or higher, lesser ill-fortune,
Ritual Sacrifice, summon demon, Tormented Sacrifice
Magic Artack Roll: Sets DC for target’s saving throw

Draw forth the soul pulls forth the very soul from a single targer,
an agonising and maddening process which can take several
hours.

The victim makes a Will saving throw. If he succeeds, he is
able to partially resist the effects of the spell — he is helpless for
the next hour, though he is stll able to speak in a somewhat
rambling and pained manner. If he succeeds by 10 or more,
he completely throws off the spell, and the sorcerer may not
attempt to cast it on him again for at least one day. If he fails,
his body dies after 10 + 5d6 minutes (during which he rambles
and is helpless, as above) and his soul is forced into a demonic
entity, to spend eternity in torment.

A character who partially resisted the spell must make another
save after the hour is up, if the sorcerer elects to spend a further
10 PP on continuing the spell after the first hour. The second
save is at a circumstance penalty of -1, but otherwise has the
same effects as the first one. This process continues until either
the sorcerer chooses not to spend any more PP on the spell, the
target succeeds by 10 or more, or the target fails his save.

A targer who is killed by this spell counts as having been
sacrificed by the Tormented Sacrifice feat, with his hit points and
the time it took him to die determining the amount of Power
Points gained by the sorcerer as usual.




GELIO BONES

PP Cost: | point
(emponents: 5
Casting Time: | action
Ramge: Touch

Fasget: One creature

Dwration: 1 hour/scholar level

Saving Throw: Will negates

Presequisites:  Magic atack bonus +2 or higher, lesser ill-
erane, calm of the :m’e;::

Magic Artack Roll: Sets DC for target’s saving throw

we target must make an immediate Will save or be paralysed
« the duration of the spell, his bones unable to support his

oy

ILL-FORTUNE

PP Cost: 4

Components: V

Casting Time: | action

Range: Evil Eye, Touch or Magical Link

Target: One creature

Dwration: One month

Saving Throw: Will negates

Prerequisites: Magic attack bonus +1 or higher, lesser ill-
srrune

Magic Attack Roll: Sets DC for target’s saving throw

\s lesser ill-fortune, but the enhancement penalty is increased to
2. This is not cumulative with the effects of greater ill-fortune or
esser ill-fortune — only the most severe penalty applies.

ILL-FORTUNE, GREATER
PP Cost: 8

Components: V

Casting Time: 1 action

Range: Evil Eye, Touch or Magical Link

Target: One creature

Duration: One year

Saving Throw: Will negates

Prerequisites: Magic atrack bonus +3 or higher, lesser ill-
fortune

Magic Arttack Roll: Sets DC for targer’s saving throw

As greater ill-fortune, but the enhancement penalty is increased
to -4. This is not cumulative with the effects of ill-fortune or
lesser ill-fortune — only the most severe penalty applies.

3 S— — e —
“These thinas are governed by
immutable Law's, she suid at lase. 1
can not make you wnderstand: I do not
altogether understand myself. thowgh T
have sought wisbom in the silences of the
high places for more years than I can remember
I canmot save Wou, U'long‘l T wonld ff.r mr"ql'r[
Man must. at last. work out his own salvation,

Vet perhaps wisdom may come to me in dreams

and i the morn T may be able to give you the

clue to the enigma

OIVINATION

Almost every sorcerer can find a use for divination. Information
and knowledge are crucial, whether as an end in their own right
or to show a path to greater power.

ASTROLOGICAL
PREDICTION (BASIC

DIVINATION)

PP Cost: | point

Components: V, §

Casting Time: 3 hours

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: No (harmless)
Prerequisites: Knowledge (arcana) 4

Skill Check: Knowledge (arcana) (DC 11)

In the Hyborian Age, little distinction is made berween astrology
and astronomy. If you know another character’s date and hour
of birth, you can use this spell to make a somewhar crypric
prediction about their immediate future. The subject of the
spell gains a special insight bonus of +1 to one die roll. An
astrological prediction will apply to some situation within the
next week — the Games Master will inform the subject of the
spell which situation when the situation arises. This situation
will typically be one encounter. Any one time the character
must make a skill check, ability check, attack roll or saving
throw during that encounter, he may apply the insight bonus
to the roll. A character can only ever be the subject of one
astrological prediction at a time. If the spellcaster’s Knowledge
(arcana) check is 20 or more greater than the DC (that is, if the
roll is 31 or higher) the insight bonus is doubled to +2.

OREAM OF WISOOM
PP Cost: 6
Components: V, 5
Casting Time: | hour
Range: Personal
Target: Self
Duration: Eight hours
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Prerequisites:  Astrological prediction, visions, Knowledge

(arcana) 10 ranks, Knowledge Is Power class feature

The sorcerer casts this spell just before going to sleep in the
night. He dreams of significant events, places, or people,
depending on what he has decided to dream of the night before.
When he wakes in the morning, he may have some sort of useful
insight.

A dream of wisdom brings to the character’s mind legends

or other information concerning an important person,

place, or thing. If the person or thing is at hand, or if the
character is in the place in question, the only one casting is
necessary. If the character has only detailed information on
the person, place, or thing, 2d6 castings will be necessary
over the course of successive nights, and the resulting lore is
less complete and specific (lhough it often provides enough
information to help the character find the person, place, or
thing, thus allowing a better dream of wisdom next time). If
the character knows only rumours, ar least 2d6 x 10 castings
will be necessary over successive nights, and the resulting lore
is vague and incomplete (though it often directs the character

to more detailed information, thus allowing a better dream of

wisdom).

“We formd the spot where the
flaht was fought. they said. “Blood
was on the sand. “Dut the ﬁr’ugl was

Agone.

The fourth “Khitan Yeew imaginary sypmbols
upon the carpet, which gliscened scalily in the

{a!'i‘l’j'f.’f\-h‘fl’
“OR you read aught from the sands? he asked

Aye. they answered. “The king lives. wnd he \

has done southwiard in a .*',H‘[‘.'

When completed, the divination brings legends (if any) about
the person, place, or things to the character’s mind. These may
be legends thar are still current, legends that have been forgorten
or even information that has never been generally known. If
the person, place, or thing is not of legendary importance, the
character gains no information. As a rule of thumb, characters
11th level and higher are ‘legendary’, as are the sorts of creatures
they contend with, the major magic items they wield, and the
places where they perform their key deeds.

Material Component: A feather, placed under the
sorcerer's pillow when he goes to sleep.

MINO-REAJING

PP Cost: 2 points

Components: V, S

Casting Time: 1 action

Range: Evil Eye

Target: One creature

Duration: Concentration, up to one round plus one round/
scholar level

Saving Throw: Will negates

Prerequisites: Astrological prediction, Knowledge (arcana) 8

Magic Attack Roll: Sets DC for targer’s Will save.

Unless the target succeeds at a Will save, you are able to detect
its emotional state and current surface thoughts, including
its immediate intentions. This can only affect creatures that
have an Intelligence score. Creatures of animal intelligence
(Intelligence 1 or 2) will only have the simplest thoughts and
most basic of emortions.

PSYCHOMETRY

PP Cost: | point

Components: V, 5

Casting Time: 1 action

Range: Touch

Target: One object

Duration: Concentration, up to 10 minutes plus 1 minute/
scholar level

Saving Throw: None

Prerequisites: Astrological prediction, Knowledge (arcana) 5
Skill Check: Knowledge (arcana) (DC 11)

Psychometry allows the sorcerer to determine information about
the previous owner of an object touched. The object may be
a completely lifeless inanimate object, or a body part or fluid
previous ‘owned’ by a still-living creature. Examples of the latter
include the hair of a wolf, found caught in thorn-bush; or the
blood of a king, spilled forth on the sand during a desperate fight
to the death.

Each round the sorcerer concentrates on the object, he may
make a Knowledge (arcana) check to find out one piece of
information, as shown on Table 8-4: Psychometry. If he fails, he
may make another attempt 1o determine the same informarion

LA so the word came southwiur?,
The night wind whispered ic. the ravens
eroaked of it as they fTew. amd the yrim
bats eold it tothe owls and the serpents
that lurk in howrgy ruins. “Werewolf wmd
lmpire knew'. and the ebon-bodicd demons that
f prow! by night. “The sleeping Night of the “World
stirred and shook its heavly mane. and there began
' a throbbing of drums in the deep darkness. amd the
echoes of far weird cries frightened men who walked
by dusk. “For the Heart of Alriman had come again

into the world to fulfil its eryptie destinyg
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the following round, instead of moving directly on to the next
ece of information.

Table 8-4: Psychometry

Round Information Learned
Last owner'’s species (human, man-ape,
jaguar erc)
Last owner’s gender
Last owner's land of origin (Cimmeria,
Hyrkania, the Vilayer Sea erc)

3 Last owner's age

5 Last owner’s current state of health

. Last owner’s current location and heading, if

moving

Last owner’s name, if any

. How the last owner came by the object
How the last owner lost the object

10 Whether the last owner had any Corruption

11 Previous-to-last owner’s species (human,
man-ape, jaguar etc)

12 Previous-to-last owner's gender

Etc, Etc.

SORCEROUS NEWS

PP Cost: 2 points
| Components: V, 5, M
| Casting Time: 1 hour
Range: 2,000 miles plus 1,000 miles/scholar level
Effect: See below
Duration: Concentration, up to 10 minutes plus 1 minute/
scholar level
Saving Throw: None
Prerequisites: Astrological prediction, Knowledge (arcana) 12
Skill Check: Knowledge (arcana) (see below)

Certain animals, supernatural creatures and high-level sorcerers
alike are connected by a sorcerous ‘news network’ allowing them
to be kept informed of major developments around the world.
Sorcevous news allows the sorcerer to listen in on this nerwork
and send our messages on it. It may only be cast during the
hours of darkness.

A Knowledge (arcana) check is made. The check result indicates
the type of news gained:

Check Result News

15 Movements of major artefacts such as the
Heart of Ahriman

20 The sudden appearance or re-appearance of
a sorcerer of great power (scholar level 154+)

25 The death of a king

30 The plundering of an ancient romb

The precise form and extent of the news given is always up to
the Games Master, but it should usually include the location and

time-scale of any events covered.

Sending our a message with sorcerous news does not require a
check, but the news will not carry far unless it is regarded as
highly interesting by the various messengers who pass it on.

Material Component: Assorted incenses and powders worth 20

‘-P

SORCEROUS NEWS,
GREATER

PP Cost: 4+ points

Components: V, 5, M

Casting Time: 1 hour

Range: 10,000 miles plus 2,000 miles/scholar level

Effect: See below

Duration: Concentration, up to 10 minutes plus 1 minute/
scholar level

Saving Throw: Sece below

Prerequisites: Astrological prediction, sorcerous news, Knowledge
(arcana) 16

Magic Attack Roll: Sets DC for rarger’s Will save,

Skill Check: Knowledge (arcana), Bluff, Intimidate, or
Diplomacy (see below)

This works much like sorcerous news, except as follows.
Th k h lik [ foll

T The sorcerer gains a +2 bonus to the relevant
Knowledge (arcana) check.

t By making a Magic Artack Roll, the sorcerer can
attempt to prevent a specific other sorcerer who has the
sorcerous news spell from hearing a particular piece of
news that night, or insert a piece of false news for that
sorcerer’s ears only, The targer may make a Will saving
throw to avoid this effect, in which case he also has a
chance of discovering the attempred meddling when he
uses sorcerous news himself and makes his Knowledge
(arcana) check (DC 30).

¥ The sorcerer can extend the sorcerous news nerwork
to carry rumours or news to ordinary people, as well
as the usual sorcerers and similar beings. For each
city to which the news is to be carried, this process
takes around one hour and costs an additional Power
Point. The sorcerer can select specific pieces of news
to deliver. This effect can be used to stir up trouble
or calm it, depending on the news spread. In this case
he makes a Bluff, Diplomacy, or Intimidate check (as
agreed by the player and Games Master, depending on
the type of news to be spread). The DC is set by the
Games Master and is usually berween 15 and 35, 4
depending on the size and nature of the ciry,
the attitude the people may already have, any
especial susceptibility or resistance they may
have to sorcerous communications, and
any other factor determined by the

~

Games Master as relevant.



reams, i o gdreen .-uml';eﬂu{fmr'-'b and
billowed up into the hut. And as he watched
the walls amd rﬂ‘fﬁt‘t .1.4"0'11' hitie seemed to

’ Widen, to grow’ remate and vVanish, merging wich

Bfinice ommensitios; the smoke rolled about him,
Halmry ont evierything. Amd in it {:\: s moved and

faded. and stood out in startling clarity

He stared at the fumiliar towlers and strects of
Tarantia, where a mob scethed amd screamed, and ae \
he same time was somchow' able to see the banners

of “Nemedia moving inexorably westwurd throwgh the

smoke and [Lome of a pillaged Land

Material Component: Assorted incenses and powders worth 50
sp.

VISIONS

PP Cost: 2/minute

Components: 5, M or F

Casting Time: 1 round

Range: 1,000 miles plus 100 miles/scholar level

Effect: Magical sensor (see below).

Duration: Power Points

Saving Throw: None

Prerequisites:  Astrological prediction, Knowledge (arcana) 8
ranks

Skill Check: Knowledge (arcana), DC 10 + 1 per 100 miles
distant the target is beyond the first 100 miles.

You can see and hear events at any distance. This spell produces
an invisible magical ‘sensor’ that sends a moving image back to
_\'nl.ll.' f()CLIS or ﬂ'l;l[‘_’riﬂ] C('ll'l'lp()nt.'ﬂ(, pru\'idit‘lg }'('IU “’i[h a \'ic“’ ﬂf-
the site or person upon which you wish to spy. This view can be
very close up, as though it were a human eye, or very far away
and high up so as 1o see the whole of a battlefield or other wide
scene, such as a hawk’s eye might observe.

[f desired, you may instantaneously move your magical sensor ro
any other point within range, up to once per minute,

Focus/Material Component: This spell requires either a focus, or
alternatively a material component. One or the other will do;
if you have a focus available, you have no need for a material
component.

The focus can take the form of a crystal ball (see p. 227) or
silvery mirror (see p. 228).

The material component can be either a handful
of special herbs thrown onto an ordinary fire to
produce green smoke in which the visions

%, can be seen, or else a dose or two of a

- suitably hallucinogenic drug such

as black lotus wine (see p. 230), in either case costing around

100 sp.

VISIONS OF TORMENT
ANO ENLIGHTENMENT

PP Cost: 4 for the first minute, then 1/minute thereafter
Components: V, S, M

Casting Time: | round

Range: Touch or Evil Eye

Target: One sentient creature (Int 3+)

Duration: Power Points, up to a maximum of one minute per
scholar level.

Saving Throw: See below

Prerequisites: Astrological  prediction,
Knowledge (arcana) 12 ranks, magic attack bonus +5

Magic Attack Roll: Sets DC for targer’s Will save.

visions, entrance,

This spell enables the sorcerer to force a number of bizarre visions
upon an unsuspecting victim, propelling him through past lives
and ancestral memory in a wild mental voyage of self-discovery.
This can be a highly disturbing experience, and is often used in
an attempt to either break prisoners or test our porential recruits
for sorcerous societies. Those who are overwhelmed by the spell
are permanently impaired by what they have learned, while
those who can steel themselves to learn something from their
tormented visions may achieve some form of enlightenment.

The target is highly disoriented for the duration of the spell,
with a penalty of -4 to all artack rolls, skill checks, and Defence
Value. At the end of the spell, he attemprs a Will saving throw.
If he fails, he is dealt damage to Wisdom depending on how long
his visions lasted:

Duration of Spell Wisdom Damage
1-6 minutes 1d4

7-11 minutes 1d6

12-15 minutes 1d8

16-18 1d10

19 2d6

20 2d8

If he succeeds, he instead gains a permanent +1 enhancement
bonus to Wisdom, so long as the spell lasted at least ten
minures.

No character can be affected by Wisdom gains or losses from
this spell more than once, though he will still be affected by the
penalties to artack rolls erc. if targeted a second time.

Matertal Component: A dose of a suitable hallucinogenic drug
such as lotus-juice (see p. 230), costing around 100 sp. This
must be somehow administered to the targer before the spell
can be cast.




“Who comes? demanded the warrior.
presenting his spear. “Wha are yrou?

The stranger ¥ not scem perturbed.
though the spear=point touched his bosom. His
eyes held the warrfor's wich strange intensicy

“What are you obliged to o7 he asked. strangely
d ! <

To quard the gate!l’ The warrior spoke thickly
and rm‘rﬁ.mr'm”‘l_r he stood r!'gi} as a statue, his

cyes nfm\'{u ‘.lfar_'m_.l

HYPNOTISM

Hypnotism is extremely useful both as a direct means of attack
and for far more subtle purposes. Though it may nor be so
quick as a hurled globe of demon-fire, still it can provide fairly
rapid cffects, and those significantly more versatile than mere
ﬁ;!ming destruction.

Hypnotism is not inherently sorcerous. Much hypnotism is
simply mesmerism, an ability to take advantage of another’s
superstitious fears and unconscious willingness to be dominated.
This type of hypnotism requires no expenditure of Power Points,
but simply takes time, It is for this reason that some scholars
regard hypnotism as beneath themselves, considering it to be no
true sorcery. However, many of the more advanced hypnotic
spells do require sorcery, when it comes to forcing a victim to do
as you say, or -.\l}'c.'uing him ar distances where mere mesmerism
would be quite unfeasible.

ENTRANCE (BASIC

HYPNOTISM)
PP Cost: 0

Components: 5, M or F
Casting Time: 1 round
Range: Evil Eye

Target: One creature
Duration: Concentration
Saving Throw: Will negates
Magic Attack Roll: Sets DC for targed’s Will save.

When you cast this spell, the rarget creature must make a
Will save or be unable to take any actions for as long as you
concentrate. Creatures with 5 or more HD are unaffected. If
the creature is attacked or sustains damage while entranced, it
may attempt a saving throw again to throw off the effects of the
spell.

This spell can only affect a creature of 16 or less hit dice.

It is possible to boost the power of this spell by preparation. For
each full round in which you do nothing bur stare at the targer
creature before attempting to entrance it (whether or not you
have eye-to-eye contact over that time), you can affect a creature
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of +2 HD and you gain a circumstance bonus of +1 on your
magic atrack roll.

Note thar an entranced creature is not stunned, so artackers gain
no special advantage against it.

DANCE OF THE COBRAS
PP Cost: 5 points

Components: 5, M, F

Casting Time: | round

Range: Evil Eye

Target: One humanoid creature

Duration: Concentration

Saving Throw: Sce below

Prerequisites: Entrance, telekinesis, Ritual Sacrifice, Perform
(any musical instrument) 8 ranks, must be a worshipper of
Hanuman

Magic Attack Roll: Sets DC for target’s Reflex saves or Perform
checks.

The dance of the cobras is an extensive and elaborate but powerful
ritual sacrifice, revolving around four pre-prepared, hypnotised

snakes.

Four jars containing the snakes are smashed about the rarget. In
effect, the snakes are inside the target’s five-foot square, though
at the very corners of it. For the first 1d6 rounds, the rarger must
make a Reflex save each round or be bitten by one of the snakes
for the usual damage for such a creature. If he chooses to spend
the whole of each round just dodging snakes (similar to a Total
Defence action in combat) he gains a +4 circumstance bonus
Note that the snakes do not make normal
attack rolls against the targer — they are, after all, hypnotised,
and even ar this stage there is a strange, rhythmic quality to their

to his RefHlex saves.

rapid, darting movements. However, if the targer attempts to
leave the square, all four snakes immediately make artacks as
normal — they are assumed to have attacks readied for just such
an eventuality.

After the initial 1d6 rounds, the spell creates unearthly music
sacred to the god Hanuman, and the hypnotised snakes begin to
dance. The target may either continue to make Reflex saves ro
avoid them, with a +2 synergy bonus if he has ar least five ranks
of Perform (dance), or he may instead simply make Perform
(dance) checks at the same DC to avoid the snakes.

If the victim dies from being bitten by the snakes, whether from
direct damage or from poison, the sorcerer who cast the spell
gains a number of benefits as follows:

t Power Points as though the target had been slain
by the Ritual Sacrifice fear, excepr that 1 PP for
ever 3 hp of the rarger is gained, or 1 PP for SESS
ever 2 hp if the targer was a female human. :
The usual limir for Maximum Power
Points applies.




OOMINATION

PP Cost: 2 points

Components: V, S

Casting Time: 1 action

Range: Evil Eye

Target: One humanoid who is already
affected by your entrance spell.

S —

Duration: Concenrtration

Saving Throw: See below

Prerequisites: Entrance, magic attack bonus
+3

Magic Attack Roll: Sets DC for target’s Will

Saves.

SORCERY
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The sorcerer can control the actions of any
humanoid whom he has already entranced (see
p. 209). They must share a common language,

so that the sorcerer can give instructions.
Casting this spell ends the effects of the
entrance spell, as domination immediately

&

supersedes said spell. The target does nort gain
a saving throw to resist the domination except
as follows.
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This spell can only affect a creature of 8 or

less hir dice.

Targets resist this control if forced to take
actions against their nature. In this case, they
receive a new Will saving throw with a bonus
of +1 to +2, depending on the type of action
required. Obviously self-destructive orders
would be worth a +2 bonus.

Among other uses of this spell, the sorcerer
can cause the rtarger to fall asleep, as well
as removing short-term memories from the
target (such as the memory of having seen the

cx sorcerer in the first place).

+2 morale bonus to all artack rolls and magic artack

rolls for the next 24 hours. R :

Once control is established, the range at which it can be exercised

If the victim somehow escapes or is rescued, the sorcerer instead is‘u:.ltm;]u:d,.hur:;ew nrdcrrs chzm only bl;%l’?l‘l[fd if the sorcerer is

suffers a -1 morale penalty to Defence Value and all saving within shouting distance of the target (60 feet).

throws for the next day.

Material Component: Four jade jars, worth at least 100 sp each. PP Cost: 3 points

With the snakes inside (see below), these must be balanced Components: V, S, (F)

among the rafters of the room in which the spell is to be used, Casting Time: | action

or, if the caster has greater relekinesis available, concealed Range: Evil Eye

somewhere in the room or about the person of the sorcerer.

Target: One humanoid usually one who is already affected by
your entrance spell (but see below).

Duration: One round

Saving Throw: Will negates

Prerequisites: Entrance, magic attack bonus +4

Magic Attack Roll: Sets DC for target’s Will saves.

Focus: Four cobras, of at least Small size (see Chaprer 12:
A Hyborian Bestiary). These must be somechow placed
in the jars before the spell is cast.
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ws spell creates an illusionary snake or similarly dread,

sonous creature from another object. The illusion affects
aly the rarget, with any other observers secing clearly thar the
Siect remains itself. Dread serpent can be used in one of two

odes:

Turning part of the target’s clothing into a serpent. In
this case, the target must be entranced by you before the
spell is cast. Casting this spell ends the effects of the
entrance spell, as dread serpent im mediately supersedes
said spell - this means that if the dread serpent fails, the
target is no longer entranced either.

Turning your own sorcerer’s staff into a serpent, and
hurl it at the target's feer. In this case the rarger must
be within 20 feet of you, though you need not make
an attack roll against him. The main advantage of this
mode of the spell is that you need not have entranced
the target before casting it.

I'he targer receives a Will saving throw. If he fails, he perceives

the serpent biting him, and dies at once. If he makes his saving
hrow, he perceives himself slaying it in turn, and it reverts to the
wriginal object. In cither case, making the saving throw (and,
 the target’s perception, fighting the snake) takes one round,

during which time the target may not take any other actions and
at -2 1o Defence Value due to distraction.

“ocus:  For the second mode of operation, this spell requires

w to be carrying a staff worth at least 50 sp, though it can
functionally be a quite mundane quarterstaff if nothing else is
sailable. It could be simply an ornate or decorated quarterstaff,
or some kind of magical staff.

HYPNOTIC SUGGESTION
PP Cost: 1 point

Components: V. S

Casting Time: 1 action

Range: Evil Eye

Target: One living creature

Duration: 10 minutes plus 1 minute/scholar level, or until
completed

Saving Throw: Will negates

Prerequisites: Enrrance, magic attack bonus +2

Magic Attack Roll: Sets DC for target’s Will saves.

The character influences the actions of the enchanted creature
by suggesting a course of activity (limited to a sentence or two).
['he suggestion must be worded in such a manner as to make the
activity sound reasonable to the person. In effect, it can remove
the influence of either the conscious will or the unconscious
desires, so that they will perform the suggested course of action
that otherwise reason or instinct might have prevented.

Ihis spell can only affect a creature of 12 or less hit dice.

The suggested course of activity can continue for the entire
furation of the spell. If the suggested activity can be completed
in a shorter time, the spell ends when the subject finishes what

r _— AN ' .
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P watched by the hues. Tt seemed to come from above

he was asked to do. The character can instead specify conditions
that will trigger a special activity during the duration. For
example, the character might suggest that a noble knight give
his warhorse to the first beggar he meets. If the condition is not
met before the spell expires, the activity is not performed.

A very reasonable suggestion causes the save to be made with a
penalty (such as -1, -2, etc.) at the discretion of the DM.

HYPNOTIC SUGGESTION,
MASS

PP Cost: 8 points

Components: V, 5

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./scholar level)

Area: All creatures in a radius of 30 fi. + 5 ft. per scholar level
Duration: 10 minutes plus 1 minute/scholar level, or until
completed

Saving Throw: Will negates

Prerequisites: Entrance, hypnotic suggestion, magic attack bonus
+5

Magic Attack Roll: Sets DC for target’s Will saves.

As hypnotic suggestion, except that all creatures of 8 HD or below
who can hear the sorcerer’s voice are affected.

Furthermore, the caster is able to magically project his voice as
though it were emanating from any point in the spell’s range.
Any creature within the area is affected, unless they are deaf or
have stopped their ears in advance. Stopping their ears ahead of
time allows opponents to avoid having to make saving throws
against Sound spells. Stopping one’s ears is a full-round action
and requires wax or other soundproof material to stuff into the
ears.

RANGEDO HYPNOTISM
PP Cost: +4 points

Components: As per original spell, plus M

Casting Time: As per original spell, plus one full round
Range: Long (400 ft. + 40 ft. per scholar level) or
Magical Link

Target: As per original spell

Duration: As per original spell

Saving Throw: As per original spell

Prerequisites: Entrance,
suggestion, magic attack bonus +5

hypnotic
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Magic Attack Roll: As per original spell

A hypnotist of sufficient power can expend a vast amount of

energy to hypnotise someone at a distance. The victim must
either be within line of sight, oram (see p. 198) must
ht 11.\1.'&.{. .‘\11_\' of lI'IL-' '-ld'llt{.lrd h_\'pnutism ~.[u_']|\ can |\L' rlmdr

ranged with this spell.
The components are as for the original spell, excepr as follows.

Matertal Component: In addition to any material components
required by the original spell, ranged hypnotism requires various
| hal |1{.\\\-i11_'r- to a rotal cost of 100 sp.

AVAGE BEAST
PP Cost: 4 points
Components: V, 5
Casting Time: | action
Range: Evil E
Target: One living creature, plus see below
Duration: 1 round/scholar level, plus see below
Saving Throw: Will negates
Prerequisites:  Entrance, hypnotic suggestion,
S MAGIC ALTac k bonus 43
Magic Arttack Roll:
N targer's Will saves.

Sets DC for

This spell turns an ordinary animal into a ravening & berserk
monster, very difficult to kill and very dangerous to hght. The
creature resembles a rabid animal when so affected. This spell
can only affect a creature of 16 or less hit dice.

T'he target iffected as though it was in a state of |
madness, as for the Fighting-Madness feat (see

sorcerer can specify an enemy or group of enemies within the
targer's line of sight, and it will move as rapidly as possible
towards them and attack them ferociously. If no enemy or
enemies are specified, it will simply attack the closest living

creature to It.
The target also gains the benehits of the Dichard feat.

In addition, the rarget’s bite attack, if any, has the side-effect
of ‘transmitting’ the spell to any creature damaged by the bire.
This acts in every way as though the creature damaged has
been had the spell cast on it by the same sorcerer that cast it on

the original target, bur this creature is nor affected until 2d10

rounds after being bitten,
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Table 8-5: Animal Allies
Class Level Bonus HD
iy +2

3=_5
4

Natural DR Adj.

+1

Str/Dex Adj. Bonus Tricks
+ 1

Special
Link

Evasion

2

68" +a

Qh_1 1™

+2

+3 : ? Devotion

Mulrtiatrack

+0

+8

12514 +4

15417

+10

+12

[8*_20% Improved evasion

effect, but simply appears to be a peculiarity of the Pictish style / .
of sorcery.

NATURE MAGIC

wre magic affects or summons plants and animals. It is

wnly found among witches, wisewomen, and shamans, Focus: A small image or carving of the animal to be summoned.
it is relatively simple to learn and highly effective in the I'his can be re-used on a later occasion,
lerness or rural environments favoured by such scholars,

Experience point cost: 25 xp (50 xp for a Medium-size creature).
SUMMON BEAST (BASIC
NATURE MAGIC)

PP Cost: 1+ points

Components: V, S, F

ANIMAL AlLy
PP Cost: 6 points
Components: V, S, M
Casting Time: 1 day
Range: 1 mile/scholar level
Targe:  One that

environment

Casting Time: 1 action

Range: | mile/scholar level

Target: One
ronment

animal can be found in the local

animal that can be found in the local

Duration: Instantaneous
Duration: 1 minute/scholar level, plus see below

Saving Throw: Will negates

Saving Throw: Will negates Prerequisites: Knowledge (nature) 6 ranks, summon beast

Magic Attack Roll: Scts DC for rarger’s Will save.

Prerequisites: Knowledge (narure) 4 ranks
Magic Attack Roll: Sets DC for target’s Will save.

The sorcerer gains an animal ally selected from the following

his spell summons a creature of the animal subtype, up to list: badger, camel, dog, war dog, eagle, hawk, horse (any), owl,

0 176 N ceTvVe ) ~Eapgr The PP coer o ’ - - ~ . P
Hedium-size, to serve the sorcerer. The PP cost is 1 for an pony, scorpion (black), snake (any of Medium-size or smaller),

imal of Small size or smaller, and 2 for an animal of Medium-  o¢ wolf. This animal is a loyal companion that accompanies the

sorcerer on his adventures as appropriate for its kind.

he sorcerer may specify the animal he wishes to summon. 1If A 1"-level scholar’s ally is completely typical for its kind except as

it animal is not found within one mile, he may specity an noted below. As a scholar advances in level, the animal’s power

rernate animal, but this will take another action and require increases as shown on the table.

fifferent focus (see below). He may keep specifying alternate

umals until he finds one that is within a mile. The PP cost If this spell is cast while the sorcerer already has an animal ally |

» always paid for the animal that is actually summoned, not acquired by use of animal ally, the previous ally, if still alive, is

ccessarily the first choice of animal. released from service.

I'he animal will serve the sorcerer withour question, including A scholar of 6™ level or higher may select from alternative lists

wacking his enemies. However, summoned creatures may  of animals (see below). Should she select an animal ally from

come uncontrolled if they sustain damage. one of these alternative lists, the creature gains abilities as if
the character’s scholar level were lower than it actually is.

t the end of any round during which a summoned creature Subtract the value indicated in the appropriate list header

dealr damage, it must make a Will save (DC = 10 + damage
istained that round). Failure indicates that the creature’s pain
ercomes its desire to serve the sorcerer, and it flees away from
¢ damage-dealing source as rapidly as possible.

T some reason, any animal summoned by a Pictish scholar has
pale, almost ghostly appearance. This has no particular game

from the character’s scholar level and compare the result
with the scholar level entry on the table to determine
the animal ally’s powers. (If this adjustment would
reduce the scholar’s effective level to 0 or

‘,-ﬂ.'.

companion.) e

lower, he cannot have that animal as a
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An animal ally is different from a normal animal of its kind in
many ways. The ally is treated as a magical beast, not an animal,
for the purpose of all effects that depend on its type (though it
retains an animal’s HD, base attack bonus, saves, skill points,
and feats). It is superior to a normal animal of its kind and has
special powers, as described below.

Animal Ally Basics: Use the base statistics for a creature of the
companion’s kind, but make the following changes.

Class Level: The character’s scholar level.

Bonus HD: Extra eight-sided (d8) Hit Dice, each of which gains
a Constitution modifier, as normal. Remember that extra Hit
Dice improve the animal ally’s base artack, dodge and base save
bonuses. An animal ally has good Fortitude, Will and Reflex
saves (treat it as a character whose level equals the animal’s HD).
An animal ally gains additional skill points and feats for bonus
HD as normal for advancing a monster’s Hir Dice.

Natural DR Adj.: The number noted here is an improvement to
the animal ally’s existing natural Damage Reduction.

Str/Dex Adj.; Add this value to the animal ally's Strength and
Dexterity scores,

Bonus Tricks: The value given in this column is the total number
of “bonus’ tricks that the animal knows in addition to any that
the sorcerer might choose to teach it (see page 95). These bonus
tricks don't require any training time or Handle Animal checks,
and they don't count against the normal limit of tricks known
by the animal. The sorcerer selects these bonus tricks, and once
selected, they cannot be changed.

Link (Ex): A sorcerer can handle her animal ally as a free action,
or push it as a move action, even if she doesn't have any ranks in
the Handle Animal skill. The sorcerer gains a +4 circumstance
bonus on all Ride and Handle Animal checks made regarding
an animal ally.

FEvasion (Ex): If an animal ally is subjected to an artack that
normally allows a Reflex saving throw for half damage, it takes
no damage if it makes a successful saving throw.

Devetion (Ex): An animal ally gains a +4 morale bonus on Will
saves against enchantment spells and effects.

Multiattack: An animal ally gains Multiattack as a bonus feat if
it has three or more natural attacks and does not already have
that feat. If it does not have the requisite three or more natural
attacks, the animal ally instead gains a second attack with its
primary natural weapon, alb.eit at a =5 penalty.

Improved Evasion (Ex): When subjected to an attack that
normally allows a Reflex saving throw for half damage, an
animal ally takes no damage if it makes a successful saving throw
and only half damage if the saving throw fails.

Alternative Animal Allies
A scholar of sufficiently high level can select his animal ally

from one of the following lists, applying the indicated

determining the ally’s characteristics and special abilities.

adjustment to his level (in parentheses) for purposes of

s fuce grew grim and he shivered
S stightly as he stared at the raven that

. "So it is more than the whim of a brainless
beasc? he muctered. Those riders canmot see you,
spml.‘u o‘f‘fn‘ff. but the ulu'r bird can see Jrone. and
they can see him. Are you only a eraftily trained
feathered creature, or some devil in the form of a
bird? <O Xaltotun set you on my trail? Are

you Xaltotun?

6th Level or Higher (Level -3)
Aurochs (animal)

Ape (animal)

Bear, black (animal)

Boar (animal)

Cheetah (animal)

Leopard (animal)

Lizard, monitor (animal)
Snake, constrictor (animal)
Snake, Large viper (animal)
Wildcar (animal)

9th Level or Higher (Level -6)
Bear, brown (animal)

Lion (animal)

Rhinoceros (animal)
Sabre-Tooth (animal)

Snake, Huge viper (animal)
Tiger (animal)

12th Level or Higher (Level -9)

Snake, giant constrictor (animal)

15th Level or Higher (Level -12)
Elephant (animal)

Material Component: A small image or carving of the animal 1o
be allied with, plus 100 sp worth of incenses and herbs.

Experience point cost: 150 xp.

CHILOREN OF THE NIGHT
PP Cost: 1 point/raven

Components: V, S, F

Casting Time: 1 round

Range: 1 mile/scholar level

Target: One creature whose name or description is known to
you, or to whom you have a Magical Link

Duration: 1 hour/scholar level

Saving Throw: None

Prerequisites: Knowledge (nature) 8 ranks, summon beast
Magic Attack Roll: Sets DC for rarger's Will save.

Children of the night is designed as a tracking spell. It conjures
up a semi-corporeal, supernatural raven to hover directly above
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e marget's location, loudly squawking and drawing attention

* the rarget is more than a mile away from the sorcerer, further
-wven-things appear hovering in the air directly between the
wecerer and the first raven at intervals of one mile. Each
“wen beyond the first costs an additional 1 PP, but appears
saromatically without the sorcerer needing to recast the spell
« take any other action. The sorcerer can end the spell at any
~me rather than expending the extra 1 PP needed to produce
wnother raven,

The ravens always hover some 500 feer up. so as to be highly
rsible to the sorcerer but difficult to shoot down with ranged
weapons (assume range increments for all weapons are halved
when shooting directly upwards). The ravens are DV 14 and
wave 1 hp each, bur any raven that is slain is immediately
wwplaced (at a cost of 1 PP as usual). It is possible, then, for a
carget 1o end this spell by shooting down ravens — but only by
causing the sorcerer to run out of PP, or shooting down so many
ravens that he chooses to end the spell anyway.

The rarget must be known to the sorcerer either by name or
description, so there is some way for the magic of the spell to
snd him among the surrounding terrain. Alternarively, if the
sorcerer has a Magical Link to the target (see p. 198) this will
do just as well.

Focus: A small image or carving of a raven. This can be re-used
n a later occasion.

Experience point cost: 25 xplraven

SORCEROUS GAROEN

PP Cost: 2 points

Components: V, 5, M

Casting Time: 1 action

Range: See below

Area: See below

Dwuration: [nstantaneous

Saving Throw: None'

Prerequisites: Knowledge (nature) 10 ranks, Craft (herbalism)
12 ranks, summon beast

Skil’ e

You may designate places within the area that are nor affected.

Enrichment: This effect targets plants within a range of one-half
mile, raising their potential productivity over the course of the
next year to one-third above normal.

Magical Plant: This effect allows you to rapidly grow one or
more plant creatures from seed or seedlings to full adult growth.
You can cause them to grow to a total size of up to 1 HD/scholar
level. For example, a 15" level scholar could grow a single
15 HD Yothgra, or fifteen 1 HD black lotus blossoms. Each
plant grows at a speed of 1 HD per round. Thus, in the above
example the Yothgra would take fifreen rounds to reach its full
15 HD size, but the black lotus blossoms could all grow to full
1 HD size within one round. Full game statistics for magical
plants can be found in the forthcoming Book of Skelos.

Material Component: Various special fertilisers and plant foods
costing at least 40 sp,

SUMMON BEAST,
GREATER

PP Cost: 4+ points

Components: V, S, F

Casting Time: 1 action

Range: 1 mile/scholar level

Target:  Onc animal that can be found in the local
environment

Duration: 1 minute/scholar level, plus see below

Saving Throw: Will negates

Prerequisites: Knowledge (nature) 5 ranks, summon beast
Magic Attack Roll: Sets DC for rarger’s Will save.

As for summon beast, except that an animal of up to Huge size
can be summoned. The PP cost is 4 points for a Large creature,
or 8 points for a Huge creature.

Experience point cost: 100 xp (200 xp for a Huge creature)
NECROMANCY

The scholar who learns necromancy achieves limited mastery
- e nal [ H o P ~P- aall
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S 0¢ad or alive. laughed ‘Pelias. he
shall apen the door for us

e clapped his hamds sharply and eried,
~ “Rise. Shukeli! “Rise from hell and rise from
the bloody [loor and apen the Yoor for your
masters! “Rise. T sayl

This spell turns the bodies of dead creatures into undead
The

?.l?[l'lhit‘.\ can 'l!”(“\' Thl_‘ sorcerer, or can remain in an area ‘lllti

zombies that follow the sorcerer’s spoken commands.

attack any creature (or just a specific type of creature) entering
the place. or can perform simple actions according to the
sorcerers commands. The zombies remain animated unul
they are destroyed. (A destroyed zombie may not be animared

again.)

The zombies the sorcerer creates remain under his control for
the duration of the spell. At the expiry of the spell, they become
simple corpses once more, falling in lifeless heaps wherever they
ﬁ(ailld.

A zombie can be created only from the mostly intact corpse of

a humanoid or animal. The statistics for a zombie depend on
its size, not on what abilities the creature may have had while

alive.

AGONISING OOOM

PP Cost: 4 points/target.

Components: V, 5

Casting Time: 1 full round

Range: Close (25 ft. + 5 ft. per scholar level)

Targets: One or more creatures, up to a maximum of one
creature/two scholar levels

Duration: 1d6 rounds

Saving Throw: Fort negates, and see below

Prerequisites: Raise corpse, death touch, magic artack bonus +6
Magic Attack Roll: Sets DC for targets’ saving throws.

Black tendrils of power shoot out from the sorcerer’s hands,
slaying his enemies agonisingly and rapidly. This spell only
affects creatures of less than 8" level/SHD.

The targers must all make Fortitude saving throws, with success
completely negating the effects of the spell. A characrer who
fails his save begins to lose 4d6 hir points per round until dead.
Furthermore, he is in such extreme pain that he must make a
Will save on any round in which he wishes to act. Success
means he may take either a move or standard action but not
both; failure means he may not do anything that round
other than lie prone in agony.

BLACk PLAGuUE
PP Cost: 20

Components: V, 5, M

Casting Time: | day

Range: | mile per scholar level
Area: 1 mile radius per scholar level, or 10 foor radius per
.‘n.l]l)I,Ir |L'\'L'l: SeC l'IL'Ii.\\\'

Duration: One week/scholar level

Saving Throw: Fortitude negartes

Prerequisites: Magic artack bonus +7, raise corpse

This is a dreadful spell capable of driving hundreds or even
thousands of victims to an agonising doom. It creates a great
wind propelling a foul, stinking miasma which can strike down
all within its path. The effects of this closely resemble a disease,
though in fact sorcery is responsible for the victims' demise.

The black plague has two different forms, one designed to strike
terror into a population, the other to wipe out your enemies

wholesale.

vs

“Nol “The black plague s no common
S pestilence, Tt lurks in Stygian tombs, and

s called forth into being only by wizards. 1
Wars a swordsman i “Trince Almurics army
BRhart invaded Styia, and of his thirty thousand,
fifteen thousand perished by Stygian arrow’s, and
the rest by the black plague that rolled on us like
a wind out of the south. T was the only man who
lived




ther case, the plague itself, once it strikes, is rapid and
from its onset to the victim’s death a few minutes later. A
rude saving throw (DC 17) must be made. Failure causes
irget 1d4 Constitution damage, and his body turns purple.
3d6 minures he takes another 1d4 Con damage and his
turns black. From that point onwards, he is dealt a further

on damage per minute until he is dead.

first form affects a random scattering of individual humans
ghour the area of its effect (which is 1 mile radius per

level), at a rate of one per scholar level of the caster
day. The sorcerer may not specify which individuals are
ted in this way. This tends to significantly demoralise the
ilation through which it is sweeping, for they can see no
ne nor reason for its spread. This is likely to have a number
fiects ar the Games Master's discretion, including disruption

area’s economy, widespread looting or other lawlessness,

in unwillingness among the population to become involved

1 other issues (such as fighting a war) until the problem of

plague is resolved.

further side-effect of this form is that it gives the sorcerer a +4
is on any Bluff, Diplomacy or Intimidate checks he makes
leliver news by the greater sorcerous news spell (see p. 207)
ng as he can plausibly tie in the effects of the plague with

message he is attempting to communicate, This will usually

ragon had birth in
Whtr annd e stilence and wnrest. The

’-')2‘ black plague stalked through the strects

of “Belverus. seriking down the merchant

e year n,f- the ¥

1 his stall. the Si‘!.{ in his kennel. the Lm\.v’:t
at his ﬂmm;m'r board, 'f"t"r;*rr it the arts of
the leeches were helpless. Men said it had been
sent from hell as punishment for the sins of prive

and luse. Te was sw J_t! And deard I;u as the stroke

o,' an adder

The victin's body turned purple and
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in Iis noscrils even f!r;;v'r Seath wrenched his soul
Ir.:-n-n his rotting !'\“s\\lf A ot PO W ind blew
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be most effective if he is able to present the plague as a divine

punishment or warning of some kind.

The devastation inflicted on the community by
the spell is further heightened by the scorching, blasting effects
of the wind that drives the disease-ridden miasma. This wind
blasts corn in the fields and fruit in the trees alike, withering
plants and slaying animals. The precise effects of this on crop
plants are up to the Games Master, but if nothing else all
creatures of the animal subtype within the area of effect must
make Fortitude saves just as the small number of humans did, or
die themselves. In the already often shaky economies of many
Hyborian nations, such loss of food crops and animals can
weaken or destroy entire communities at least as much as do the
direct effects of the plague.

The second form of the spell is very much more extreme in its
devastation of humans, but affects only a small area and has no
effect on animals or plants. All humans within the specified area
(10 foort radius per scholar level) must make Fortitude saves (DC
17) or die as above. New saves must be made each week they

spend within the spell’s area.

Furthermore, with this version of the spell, the sorcerer may
move the area of effect by concentrating on so doing, at a speed
of up to four miles per hour. Note that such this requires almost
all the sorcerer’s attention, as is usual for a concentration type
effect; also, Concentration checks may need to be made if he is
artacked or otherwise distracted while moving the area of effect.
Note that the plague is not acrually contagious in either

version,

'he plague will last for the entire duration of the spell.
['he only way for the sorcerer or anvone else to end
it prematurely is by somehow taking control of

the weather in the area, sweeping away the

miasma with a great storm. Unlike true -
diseases, the plabuc cannot be alleviated
conventional

by }‘:h_\'.\igi.‘m.\ using

this form of
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the Hcai skill, though certain spells and

magical objects may be useful for this.

Matserial Component: Essences collected
from certain tombs in Stygia, to a value
of 1,500 sp.

BLACk PLAGuUE,
GREATER

PP Cost: 15

Components: V, S, M

Casting Time: 1 hour

Range: Magical link

Targets: Up to one creature per three

scholar levels

el e o L T R p— .

Duration: Instantancous

Saving Throw: Forritude negates
Prerequisites: Magic attack bonus +8,
black plague, raise corpse

Magic Attack Roll: Sets DC for specific

target’s saving throw Set. Anyone slain with it has a black handprint burned one

their body with a cold, deathly fire. On the other hand, Khitan

This enhancement to black plague allows the sorcerer o (orcerers (who often wield a Staff of Death to deliver their death

target specific individuals, making it an ideal tool for magical touches) turn the whole of their enemies’ corpses completely
assassination. It can only be cast while a standard black plague black when using this spell. The Games Master and players are
cast by the sorcerer is already in operation, and can only affect encouraged to devise their own ‘signature’ effects when casting
f;irgurs .wuhm thar .‘_ipc”.\ area u_f effect. Those targets must SR ek
immediately make Fortitude saving throws as usual for black

plague, except that the DC is set by the sorcerer’s magic artack

roll rather than being a standard 17. These saves are in addition ORAW FORtH THE
to any saves they may have already had to make for the black HEARt

wlague spell.
plague spe PP Cost:

Components: S

OEA‘CH ‘COLICH Casting Time: 1 standard action

PP Cost: 2 points/touch. Range: Evil Eye

Components: V, S Target: One crearure

Casting Time: | standard action Duration: Instantancous

Range: Touch Saving Throw: Fortitude partial

Targets: One or more creatures touched, up to a maximum of Prerequisites: Magic artack bonus +7, Rirual Sacrifice
one creature/scholar level Opportunistic Sacrifice, Tormented Sacrifice, raise corpse, dewsh
Duration: One round/scholar level touch, agonising doom, conjuration, telekinesis

Saving Throw: Fortitude partial Magic Attack Roll: Sets DC for targer’s saving throw
Prerequisites: Raise corpse, magic attack bonus +5
Magic Attack Roll: Sets DC for targets’ saving throws.

' e held one his hand as :'}'m receive

; --..’ an"mi'b"ml'gr. ant® the Turanian cried ont

Any creatures touched during the spell’s duration die instantly.

He is entitled to attempr a Fortitude saving throw ta resist the shirpliy like a man i1 mortal agony. He

effect. If successful, he is instead stunned for one round (may reeled drintkenlyy and then. with a splintering

not act and loses any Dodge or Parry bonus to Defence of bones. « remding of flesh and muscle and a

. e ¢ cen ay - g ) p ac -t - " -, s .L. »

Value; attackers get a +2 bonus on artack rolls against a sapping of mail-links, his breast burse swewian F
with a shower of bload amd through the ahastly

aperture something red and dripping shot through

stunned opponent).

Each sorcerer or sect has its own variant of this -"1"‘”' the air into the Master's outstrecched hand. as

differing only in the detils. For example, a bit of steel leaps to the magnet. The “Turanian
o . it ol b tha: Prios S BN
the version used by the Priests of Set slumped to the loor and lay motionless. and the

causes the sorcerer’s hand to turn master Laughed and hurled the abject to fall before

completely black, and is known

as the Black Hand of

Conan s feet - a still-quivering luman heart
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I'his powerful spell can both dispose of an enemy and allow the
sorcerer to recoup some or all of the Power Points used to cast it,
and perhaps a few more besides if he was sufficiently tough.

If the target fails to save, he dies, his heart pulled our of his body
and into your own hands by a magical force. The process is
so painful to him that although he dies within moments, you
mmediately gain Power Points as though you had sacrificed him
with the Tormented Sacrifice feat after torturing him for fifteen
minutes.

A target who saves suffers an effect similar to a mild hearr artack,
being dealt 4d6 damage. He may only perform either a move or
standard action on his next action.

ORIENTAL MAGIC

Oriental magic is most commonly found in Khitai, Vendhya,
and the Himelias, though oriental sorcerers do travel the world
like all their kind.

‘ Generally, the Games Master should not overly restrict characters
from non-oriental cultures from selecring Oriental Magic as a
sorcery style, though in most cases they will need to learn it from
| another adept or demon, or be a member of one of the oriental
religions such as Asura, rather than researching it independently.
A character who does research it independently will likely need
to travel to Khitai or similarly far afield to do so.

CALM OF THE ADEPT
(BASIC ORIENTAL
MAGIC)

PP Cost: 3 points

Components: V, §

Casting Time: 3 hours

Range: Personal

Target: Self

Duration: One hour/scholar level
Prerequisites: Wis 13

By spending much of each morning in meditation, you are
able to significantly enhance your mind, body and spirit for
the remainder of the day. You gain a +2 enhancement bonus to
Dexterity, Wisdom and Charisma for the duration of the spell.
Furthermore, you are completely immune to all spells and spell-
like effects of the Hypnotism sorcery style for the duration of
the spell.

OARTING SERPENT
PP Cost: 2+ points

Components: V, 5

Casting Time: 1 round

Range: Personal

Target: Self

Duration: One round/scholar level
Prerequisites: Calm of the adept, scholar level 3

;"al
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For every 2 PP expended, you gain a +2 bonus to your Dexterity i

and an additional +1 enhancement bonus to all Initiative checks.
You may expend up to 1 PP per scholar level.

SHAPE-SHIFTER

PP Cost: 10 points

Components: V, 5, M

Casting Time: 1 full round

Range: Personal

Target: Sclf

Duration: 10 minutes/scholar level
Prerequisites: Calm of the adept, scholar level 12

This spell enables you to assume the form of any single
nonunique animal (any creature of the animal type) from Fine
to Colossal size. The assumed form cannot have more than twice
your scholar level in Hit Dice (to a maximum of 50 HD).

Your creature type and subtype (if any) change to match the new
form. You gain the Strength, Dexteriry, and Constitution scores
of the new form but retain your own Intelligence, Wisdom, and
Charisma scores,

You gain all extraordinary abilities (both attacks and qualities) of
the assumed form, but you lose your own supernatural abilities.
The new form does not disorient you. Parts of your body or
pieces of equipment that are separated from you do not revert to
their original forms.

While you are in your new form, you can heal up to one hit point
of damage per scholar level by spending one minute resting.

You can become just abour anything you are familiar with. You
can change form a number of times equal to your scholar level
during the spell’s duration, with each change of form being a
full-round action.

If slain, you revert to your original form, though you remain

dead.

Material Component: Assorted gems worth at least 500 sp.

WARRIOR TRANCE
PP Cost: 6 points

Components: V. 5

Casting Time: 1 round

Range: Personal

Target: Self

Duration: One round/scholar level
Prerequisites: Calm of the adept, scholar level 3

Warrior trance gives one natural weapon of the caster a
+1 enhancement bonus to attack and damage rolls, and
gives the caster a +1 dodge bonus to Defence Value.

The spell can affect a slam artack, fist, bite, or

—
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other natural weapon. (The spell does not
change an unarmed strike’s damage
from nonlethal damage to normal

damage.) The dodge bonus 3
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and enhancement bonus are increased to +2 if the caster is 6

PRESTIOIGITATION

Prestidigitation is often one of the first sorcerous paths a scholar

level or higher, and by another +1 each three levels thereafter.

learns, since it allows the production of more or less immediate

B\ YIMSHA'S CARPET

i L PP Cost: 20 points

magical effects with which ro impress or terrify ordinary folk.

Components: V, S, M

Casting Time: 1 full round

Range: Personal

Area: Up to 1 foot radius per scholar level

Duration: 1 minute/scholar level

Saving Throw: Fortitude partial

Prerequisites: Calm of the adept, summon elemental, scholar
level 14

Magic Attack Roll: Sets DC for targers’ saving throws

ant peak there
Eheong ax clowd of peculiar aspect. Tt was

sparkling gold. This cloud was in motiom.
I rotated. wnd as it Whirled it contracted. Tt
WWindled to a spinming tuper that [Lushed in che
st And suddenly i detuched ieself from the
snow'=tipped peak. floated out over the void like a

day~hued feather. and became invisible against the l

cerulean sky

Yimsha's carpet is a supernatural cloud of gold-veined crimson
that can transport, conceal and protect its occupants, as well as
being used as an offensive weapon against the sorcerer’s enemies.
Powered by clemental energies, it extends outwards from the
sorcerer like a vast crimson aura,

Those within the cloud have total cover (sce page 176).
Furthermore, solid objects such as weapons have difficulty
penetrating the cloud from without, giving the occupants an
effective prorection of +4 DR. Any living thing attempring to
penetrate will come up against the effects mentioned below.

If the cloud comes into contact with any creature, that creature
must make a Fortitude saving throw or be dealt 1d6 nonlethal
damage per two scholar levels of the sorcerer, and be stunned
(character may not act and loses any Dodge or Parry bonus to
Defence Value; artackers get a +2 bonus on artack rolls against
a stunned opponent) for 1d6 rounds. A success on the saving
throw halves the damage and means the creature is stunned for
only one round.

The sorcerer can ‘switch on' and ‘switch off’ the cloud as a
free action up to once per round during its duration. If it

is ‘switched on' while other creatures are within its area of

effect, the sorcerer may freely choose among those creatures

which if any are aboard the cloud and thus protected,

concealed and transported by it as appropriate, and
which are artacked by ir.

Material Component: Gold dust and
herbal smoke-powders 10 a rotal
value of 850 sp.

CONJURING (BASIC
PRESTIOIGITATION)

PP Cost: 1 point.

Components: S

Casting Time: 1 standard action

Range: Close (25 fi. + 5 fr. per scholar level)

Effect: Sece below

Duration: Concentration

Saving Throw: See below

Prerequisites: Scholar level 1, Sleight-of-Hand 4 ranks

This spell allows the sorcerer to do minor acts of prestidigitation
or illusion ar a cost of 1 Power Point for each effect. Examples
include suspending objects in mid-air or causing his eyes to glow
red. The following effects are all possible uses of this sorcery
style:

| Telekinetically move a small, unattended object

(weighing up to 5 Ib.), so long as it remains within the
spell’s range. The object can be moved ar up to 20 feet
per round.

Place a small object (weighing up to 10 |b.) from your
hands into midair, and have it remain there suspended,
so long as you remain within the spell’s range. Note
that in this case you cannor move the object. If you
deliberately end the spell, you may spend one round
concentrating on lowering the object gently to the
ground. If your concentration is broken, the object
simply falls to the ground with a crash.

Telekinetically guide a cloud of smoke or gas up to
5 feet by 5 feet by 5 feet in size. This could include
a venomous gas cloud or similar herbal or alchemical
product. The smoke can be moved at up to 10 feer per
round.

Control a normal shadow, up to 5 feet by 5 feet in
size, as though it were a puppet, potentially altering its
shape and size as well as causing it to perform certain
actions.

Alter your appearance in one minor way. This is not
sufficient to provide an effective disguise, bur if desired
you could us it to gain a +4 circumstance bonus to
Intimidate checks. Examples include growing horns,
causing your eyes to appear reptilian, and similar
effects, This cannot grant you any bonuses to combar
— horns or claws, for example, do not allow you to
make any special artacks.




Norte that unlike a more physical attempt to break or burst an

i spat savagely at the word, amd object, the magical force created by this spell is entirely silent.
’ Caltotin, imoring his fury. took a crystal

a‘ _-5 obe from a near=by table and placed it

¥ U ,u‘mr him e N} MO snpport it in any u.u.r

Sitor place it on anyrehiog. but it huorg motionless

As a useful side-effect, the spell also silences any noises that

would usually caused by its action. Even if the door falls to the

ground, completely torn asunder from its hinges, no noise will

be created.

i midair, as solidly as @ ic rested on an iron
[bﬂ\t‘)htf Conan smorted at this bic .1['11'('0'.\'::,";(‘(,«,
but he was nevertheless bnpressed,

TeLekINESIS
PP Cost: 1 point.
Components: S

Casting Time: 1 standard action
Range: Personal

Effect: One object

Duration: Instantaneous

Open or close a container or door at a distance. The
object to be opened or closed must not be locked,
barred, jammed, or any larger or heavier than a
standard, human-built door or chest.

Saving Throw: See below
Prerequisites: Prestidigitation, scholar level 3, Sleight-of-Hand
5 ranks

Ranged Attack Roll: Against target’s DV.

Colour, clean, or soil objects (but not creatures) in a
I-foor cube each round. For example, the sorcerer
could turn a rose from white to red, or make a little
whirlwind to sweep dust under a rug.

ak - 7 . The sorcerer can hurl an object from his hand at an opponent,
Chill, warm, or flavour 1 pound of nonliving material. : j : PP
T 4 expending personal sorcerous power to do so. Objects which can
This could be used to make a cheap meal more ; . ; 3
! : : " . be thrown in this manner include all the herbal and alchemical
palatable, or chill an expensive wine before serving. ’ L 3 :
items marked by an asterisk (*) later in this chaprer, as well as

such items as rocks, weapons and so on.

BURST BARRIER

PP Cost: 2 points. Most objects will do either their standard weapon d.mmgc
Components: S or improvised weapon damage appropriate to their size and
Casting Time: | standard action composition. Herbal or alchemical items thrown will have
Range: Close (25 ft. + 5 ft. per scholar level) their standard effects, and may or may not require saving throws
Target: One door, portcullis, wall, chest or other barrier depending on the item. The main advantage of advanced
Duration: Instantaneous pl‘f.':iti(_{ligil'-!'['llll'! over slmplv rhmwing the (]b‘]t'l;'t b\ hand is its
Saving Throw: None increased accuracy, particularly at range. The object can be
Prerequisites: [restidigitation, scholar level 3 hurled up ro 120 feer, and is never affected by range penaltics.

he sorcerer creates a surge of magical force, as though a giant

id shoulder-charged some barrier or other object that for some GREA‘CER ‘CEI'EklNESIs
PP Cost: 1 point/object affected.

Components: S

Casting Time: | standard action

Range: Close (25 ft. + 5 ft. per scholar level)

Effect: Up to one object/scholar level

Duration: One round

Saving Throw: Sce below

Prerequisites:  Prestidigitation, rtelekinesis, scholar level 3,

Sleight-of-Hand 6 ranks, Bluff 6 ranks

Ranged Artack Roll: Against target’s DV,

reason merits the sorcerer’s displeasure. He makes a Strength
heck as though the object had been hit by a Huge creature (+8
ze bonus to Strength checks) with a Strength equal to (scholar
< '-L'” x5,

few lony serides brought him to the
. and as lis hand fell on the lock he
su'ﬂc? an a'm'aluutm'y arwnt, His practised
fimgers. skilled amony the thicves of Zamora
Long ago. told him that the lock had been
forced. apparently by some terrific pressure
[rom the outside t&t had ewisted and bent che
iron bolts. tearing the v, very sockets [oose from
the jumbs. HHow such damage could have been
wrought so violently without awakening cveryone

This works much like Advanced Prestidigitation |, except as
follows:

It can affect more than one object - either multiple objects
if used in Found Objects mode, or up to two objects if
used in Hidden Death mode (see below).

in the neighbourhood Coman could not imagine. but
he fele sure that it had been Yane that night. A
broken lock rj discovered. would not go wimended in
the house of Servio. in this nelghbourkood of thicves

and cutthroats,

Found Objects: The objects to be hurled may be
anywhere within range, and are picked up
and hurled without the sorcerer having _—zm
to touch them. g
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Hidden Death: Up to a maximum of two objects may be

affected, both of which must be about the sorcerer’s person. He
may draw and throw them both as part of the standard action
taken to cast the spell, hurling one with each hand at no penalty.
If he does this before combat has broken out and succeeds ar
a Bluff check opposed to his rtarget’s Sense Motive check, the
target loses all dodge bonuses against the artack, the objects
wwning o ‘imw.]l' out nl. 11\)\\&“‘&‘ irilﬂ lli\. |'l.l|:ld .t['u.] '\hl'll![i”!_:

forth all in the same movement.

SUMMONINGS

Liver the caverned Py AMids sreat Set coils rl~(1‘1‘|,-'
\rrr.ur‘.l the shadow's ﬂ!‘(-rl'l' tombs his ‘\fn.'\lr:‘u J.’1'."l|.!|r“ crec)
T speak the “Word from the hidden aulfs that never knew’ the
St -

Send me a servant for my hate. ol scaled anl shining One

Perhaps the gateway to the greatest magical power is through
summoning otherworldly entities to do one’s bidding. Demonic
pacts in particular can offer the sorcerer almost
unlimited power, but only at the most dreadful

price in the corruption of the sorcerer’s very soul.

I'he Summoning sorcery style is unusual in that it
offers a choice of two basic spells: master-words and
signs and demonic pact. Put simply, the essential
difference between these two is that if you learn
master-words and signs, you compel a demon to
work for you; if you learn demonic pact, you make a
deal with a demon whereby you will work for it in

return for certain assistance.

MASTER-WORDOS
ANDO SIGNS (BASIC
SUMMONING )

PP Cost: 12 points
Components: V, 5, M
Casting Time: 1 week
Range: See below
Target: One demon lord
Duration:
Saving Throw: Will negares

[nstantaneous

Prerequisites: Magic artack bonus +6,
(arcana) 15 ranks, must know at least four sorcery
styles, must never have cast the demonic pact spell

Magic Arttack Roll:

throw.

Sets DC for target’s saving

Master-words and signs summons up a demon
lord and forces it to instruct the sorcerer in
the Master-Words and Signs by which
almost any entity ranked below

it can be compelled. The

able

sorcerer  Is o

0
i

..'

compel the demon lord by demonstrating his superior magica
prowess over it.

This spell can only be learnt by fairly high-powered sorcerers
and so most prefer the quick and easy path of a demonic pace
(see p. 223). Though the demon lord will not serve the sorceres
directly, the knowledge of the Master-Words and Signs can be
used to force other demons and similar entities to work for the

sorcerer, which is often more useful in any case. He gains a

Y

permanent +2 circumstance bonus to any magic attack rolls
1“.1‘_{( n \..i”'lﬂl_'t'““n \\-i[h Jummon fi"'!"”””. SHrinmon !'!{'”H’”:.L
or any other Summoning spells, or when targeting summoned

creatures with other spells.

Furthermore, he may up to once per round use his knowledge
of master-words and signs 1o formulate a simple spell, based
on either a single Verbal or a single Somaric component his
choice). This is cast as a free action, costs 2 Power Points, and
affects a single summoned creature within Evil Eye range. The

summoned creature must immediately make a Will saving




it yorth T had an enemy at court, he

_".h'u?‘. as f{'ppr.rfu'-r‘q more to himself than
- ":‘V‘ o her. A powerful man who stood between
me and my ambition, Tn my lust for wealth
and power I sought ad from the people of the
black arts - a black megician. who, at my desire
raised up a fiend fromthe outer gulfs of existence
and clothed it in the form of a man. It crushed amd
slew my enemy. T grew areat and wWealthy and none
could stand before me

throw (DC set by the sorcerer’s magic attack roll) or be instantly
dismissed back to its home.

Effectively this spell opens the door to and enhances other
summoning  spells, and assists with dismissing creatures
summoned by other scholars, but has no especial effects other
than that.

I'he demon lord gains a Will saving throw to resist the sorcerer’s
summoning and remain in its hellish home. For this purpose, its
total Will save is assumed to be +12. If it succeeds, he may not
cast this spell again until his magic artack bonus has increased,
which may be by a simple level increase or some other means
such as a Charisma bonus increase.

Once you have successfully cast this spell once, you no longer
have any particular need to cast it again.

Powders, potions, incenses and other
trappings to a total cost of 2,000 sp.

Material Component:

DEMONIC PACT (BASIC

SUMMONING)

PP Cost: 2 points

Components: V, 5, M

Casting Time: 1 hour

Range: See below

Target: One demon

Duration: 1 hour/scholar level or until task is fulfilled, but see
below.

Saving Throw: None

Prerequisites: Scholar level 1, Knowledge (arcana) 4 ranks
The first time a sorcerer cast this spell, he voluntarily enters into
a long-term pact with a demonic entity of medium power. The
precise nature of the demon is determined by the Games Master,
possibly in consultation with the player of the sorcerer character
if the Games Master wishes, and is usually one of the types listed
in Chaprer 12: A Hyborian Bestiary.

Usually it will know all the spells from 1d4+1 sorcery styles (not
including Summoning), in addition to greater demonic pact,
summaon elemental and summon demon from the Summoning
style, though the precise number of styles known will be
dependent on the type of demon with whom the pact is made.
It will teach the sorcerer any of these spells whenever he would

normally be eligible to learn a new spell or sorcery style, but
he will need to call it up by casting this spell once more. If he
waits till he is eligible for a new spell before casting demonic pact
for the first time, he can learn the new spell then, rather than
having to re-cast demonic pact. The duration of demonic pact
will always be sufficient for the sorcerer to learn the new spell
from the demon.

Instead of learning a new spell, the sorcerer can call up the
demon by casting demonic pact and make a deal that it will
perform a specific task for him, such as attacking an enemy or
scaring a rival. Such a task is always at the demon'’s discretion;
it will not necessarily agree, or it may suggest an alternate task.
Furthermore, it will always demand a price of some kind, usually
a human sacrifice, for performing the task. Finally, because it is
a demon, it may well attempr to twist the sorcerer’s words, so
that it performs to the letter but nor the spirit of the task.

The demon will also help the sorcerer in a more direct manner,
by granting him a small talisman, tattoo, or brand which he can
touch up to once per week as a free action to gain a +4 luck
bonus on any skill check, ability check, artack roll, or magic
attack roll; or to gain a +4 insight bonus to his Defence Value
for one round. This talisman, tattoo or brand retains its power
even when the demon is nor present, but it only works for the
sorcerer himself. If ever a month goes by when the sorcerer does
not do one or the other of either calling up the demon by re-
casting this spell, or sacrificing a creature to it, the power of the
talisman, tattoo or brand is lost until the next time he performs
one of those actions, and the demon will consider this a breach
of contract — sooner or later, he will come unbidden for the
sorcerer, to carry him off to hell. . .

Each time a sorcerer casts this spell, he must make a Corruption
save (sec p. 75) or gain 1 point of Corruption. The first time he
casts it, he automatically fails chis save,

A character who has already cast this spell on his own behalf can
also cast it for the benefit of another willing character. In that
case, the other character gains all the benefits and drawbacks of
the spell, including the Corruption.

As well as the usual effects of Corruption, the sorcerer applies his
Corruption as a circumstance penalty to any Will saving throws
he makes against the sorcery or spell-like and supernatural
abilities of the demonic entity with whom he has the pact. In
addition, he applies his Corruption as a circumstance penalty to
all magic attack rolls he makes against the demon with whom
he has the pact.

Furthermore, if a sorcerer ever casts this spell for the benefit
of another willing character, both the sorcerer and the
character who makes the pact apply their Corruption as

a circumstance penalty to Will saving throws and magic
attack rolls concerning the newly called-up entiry.

Thus many sorcerers are reluctant to cast this

spell on another’s behalf, since the more

people a sorcerer assists to make their




SORCERY

—

-l B

4
own demonic pacts, the more demons there will be against whom

his powers arc'w c‘.i!\'.

No character can have a pact with more than one demon at any
one time. If ever a sorcerer with a demonic pact should cast a
greater demonic pace spell, the more powerful spell replaces the
effects of the less.
Material Component: TPowders, potions, incenses and other
trappings to a total cost of 50 sp.

OEMONIC PACT,
GREATER

PP Cost: 8 points

Components: V, 5, M

Casting Time: 3 hours

Range: Sce below

Target: One demon lord

Duration: 1 hour/scholar level, or until task is fulfilled, but see
below

Saving Throw: None

Prerequisites: Magic artack bonus +6, demonic pact, Rirual
Sacrifice, Tortured Sacrifice, Knowledge (arcana) 15 ranks, must
know at least four sorcery styles, must have cast the demonic pact

spell

This spell works as for demanic pact, excepr as noted above and

ITCIU\\'.

The demon summoned is any demon lord, rather than a demon
of medium power as for demonic pact. No game statistics are
provided for demon lords in Chapter 12: A Hyborian Bestiary;
in effect, they are more like minor demonic gods than mere

monsters,
It knows all spells and all sorcery styles.

Rather than intervening personally on behalf of the sorcerer, the
demon lord summoned with greater demonic pact will send one
or more minions, which can be any of the entities that could
normally be summoned with the summon demon spell, up to a
total maximum HD equal to twice the sorcerer’s scholar level.

The insight or luck bonus granted by its brand, tattoo or

talisman is doubled to +8.

Each time a sorcerer casts this spell, he must make a Corruption
save or gain | point of Corruption, as for demonic pact.
However, he does not he automatically fails this save the first
time he casts greater demonic pact.

It is impossible for one sorcerer to have a pact with more
than one demon or demon lord at a time.

Material Component: Powders, potions,

incenses and other trappings to a
% total cost of 500 sp, plus a virgin

-

human female who is sacrificed to the demon lord during the

casting of the spell.

SUMMON DEMONR

PP Cost: 1 point/HD of demon

Components: V.5 M

Casting Time: | round

Range: Sec below

Effect: One demon, of maximum HD equal 1o rthe scholar’s
level

Duration: One task, lasting up to one hour/scholar level.
Saving Throw: See below

Prerequisites: Master-words and signs or demonic pact, magic

attack bonus +4

This spell calls up a single demon to perform a specihic task
for the sorcerer. This could be as simple as ‘defend me for
the duration of the spell’ or a good deal more complex.
However, if the wording of the sorcerer’s instructions allows for
misunderstanding or wilful misinterpretation, it is likely that
the demon will follow the letter of the agreement rather than

the spirit.

As the sorcerer who casts this spell is instructing and ordering
the demon in question, he need not make a Corruption save.
In effect, this does not count as ‘making peaceful contact” with
the demon — the sorcerer is using his own authority, or that of
the demon with whom he has the pact, to force the summoned
demon to co-operate, which is hardly either peacctul or in the

demon’s best interests,
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I'he demon you are attempting to summon gains a Will saving
throw (DC = your magic attack roll) to resist the spell and
remain in its own hell, or in the Outer Dark, or wherever it
abides.

Material Component: A pinch of powdered sulphur, cast into the
air or onto the floor. The demon arises from the sulphur.

Experience point cost: 50 xp/HD of demon.

SUMMON ELEMENTALR
PP Cost: 2 points/HD of elemental

Components: F orV, and M

Casting Time: | round

Range: See below

Effect: One elemental, of maximum HD equal to twice the
scholar’s level

Duration: One task, lasting up to one hour/scholar level
Saving Throw: Sce below

Prerequisites: Master-words and signs ot greater demonic pact,
magic attack bonus +7, Perform (song or an appropriate musical
instrument) 10 ranks,

This spell calls up a single elemental to perform a specific rask
for the sorcerer. This could be as simple as ‘defend me for
the duration of the spell’ or a good deal more complex. In
most cases, though, the elemental will perform the rask to the
best of its ability and understanding, rather than deliberately
misunderstanding as a summoned demon usually would. The
clemental is summoned up anywhere within line of sight of the

sarcerer.

The task must never be more than literally one single mission.
For example, an air elemental could carry the sorcerer’s servant
from Vendhya to Zembabwe, but not wait around till he finishes
his business there and bring him back. A warter elemental could
be summoned up to cause a river to flood, or to destroy a specific
ship or even a whole fleet of ships, or to guard a port town and
attack any black-sailed ships that come near it for the duration
of the spell. However, it could nor destroy a ship in the Western
Ocean, nip over to the Baracha Isles to destroy another ship in
the harbour ar Tortage, then head to Argos to cause a storm.
The elemental, as played by the Games Master, will never agree
to any task that sounds like it is really two missions disguised as
one. An elemental will regard any single use of one of its special
artacks as a task in and of itself.

One option that always exists with elementals is to call them up
on a contingency basis. In this case, the sorcerer casts the spell

ere are creatures, said “Pelias, not
- of earth and sea. but of air and the
r reaches of the skies as well. dwelling
REEpare. unguessed ern. Yet to him who holds
a he Master-words amd Signs and the Knowledge
wider(ying all. they ave wot malignant nor
inaccessible. “Watch, aud fear not.

in advance, explains the task the elemental is to be called up for
and the event that will trigger it, then dismisses the elemental
again. If the triggering event occurs within the duration of the
spell, the elemental will manifest automarically, perform the
task, and leave once more. If the triggering event does not occur
within the duration of the spell, the spell will be wasted and
nothing will happen. When summoned up on a contingency
basis in this way, the elemental will be unable to manifest unless
the material component is present as usual, though the focus or
verbal component is only necessary when initally casting the

spell.

The elemental you are attempting to summon gains a Will
saving throw (DC = your magic attack roll) to resist the spell
and remain in its own strange home. If summoned up on a
contingency basis, it may only make one Will saving throw,
when you call it up to begin the initial negoriations — if the
contingency later occurs, it manifests without getting a saving
throw to stay home.

Focus: A musical instrument, played by the sorcerer during the
casting time. This must be appropriate to the elemental called
—a drum for water elementals, song or pipes for air elementals,
stringed instrument for fire elementals, or horn for earth
clementals. A sorcerer with 10 ranks of Perform (song) does
not need to use a separate instrument when calling up an air
elemental (only), as his voice is acts as a verbal component 1o
replace the focus.

Material Component: A small quantity of the element to be
summoned up. This need only be a token amount — a breath of
air for an air elemental (which is usually provided by the air that
forms the sound of the song or pipe music), a cupful of water for
a water elemental, a small fire (such as is caused by a handful of
Hame-powder) for a fire elemental, and at least four cubic inches
of bare earth for an earth elemental.

Experience point cost: 50 xp/HD of elemental.

THE WAR OF SO\MLS

WAR OF SOulLs cHeCk

Repeatedly in a war of souls, you need to make opposed war of
souls checks against an opponent. A war of souls check is like a
magic attack roll. Your artack bonus on a war of souls check is:
total magic artack bonus + special hypnotism modifier.

Special Hypnotism Modifier: The special hynotism modifier
for a war of souls check is as follows: +2 for knowing the
entrance spell, and an additional +2 if at least one advanced
hypnotism spell is known. These bonuses are added up

and then added t your total magic attack bonus,
Although sorcerers find it very difficule to use the
Hypnotism spells per se against other sorcerers, s
many of the rechniques taught under that

sorcery style can assist in modified form

when fighting a war of souls.




STARTING A WAR
OF souls

To start a war of souls, you need mentally restrain
your target. Any sorcerer may declare a war of souls
by challenging any other sorcerer who is within Evil
Eye range (see p. 197). This is a full-round acrion.

Starting a war of souls requires a successful magic
attack roll. Only sorcerers, outsiders and magical

beasts may be targered by a magic artack roll.
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his wild life. but never one like this, wherein
four dabolical wills sought to beat down one
lesser but equally devilish will that opposed them.
I “Out he only .(;u'ut{tf sensed the monstrous qu.llft\u .ﬁj-
that hideous strugale. “Wich his back to the wall. driven

to bay by his .{;\f'ﬂu‘r wmasters. Fhemsa was ;?,;hmm {;\r
his I'q; with all the dark pawer, all the f.!'l"nfltl-‘lr.l' J‘:m\\\‘f('?‘nlr
they had tanghe him U‘u‘.\ugﬁ Long, arim years of meophytism

dang l‘.l.\'.‘if{d’\-h‘

You make a magic attack roll o lock your target in
mental combat, If the target succeeds at his Will
saving throw, the war of souls fails and is cancelled.
If he fails his Will saving throw, the two of you are

now engaged in a war of souls.

reservoirs of forces

[rantic fear and besperation

e wus stronger than even he had guessed. amd the free

cxercise n{-;im\ 'ers in his own l!i'l‘mf{‘l'mh t.«rjll}ll‘} .'!Jl.‘.lf.\',“i‘([l‘i\

And he was nerved to super-energy by

by He reeled Iu‘fbrr the merciless

imparct .‘(-U'm_w J’l‘t;pu.‘ur eyes but he held his ‘.ln\mh‘ His

WAR OF SOULS
CONSEQMENCES

While you are engaged in a war of souls, your ability

to attack others and defend yourself is limired.

No Threatened Squares: You do not threaten any

squares while engaged in a war of souls.

No Dodge or Parry Bonus: You lose your dodge or parry
bonus to DV (if you have one).

No Movement: You may not move normally while engaged in
a war of souls.

No Spells: You may not cast any spells while engaged in a war

of souls.

IF YOU ARE ENGAGED IN
A WAR OF SoulLs

When you are engaged in a war of souls (regardless of who
started the war of souls), you can perform either of the following

full-round actions.

Drain Your Opponent: While engaged in a war of souls, you
can drain Power Points from your opponent, Make an opposed
war of souls check in place of an attack, If you win, you drain
1d6 Power Points from your opponent. You gain any Power
Points he loses in this way. If this reduces his Power Points to
0 or below, any further drain instead causes him 1d6 damage
to Wisdom. You gain no particular benefit from damaging his
Wisdom in this way, though of course if you can reduce his
Wisdom to 0 he is hk"pl('\\,

Corruption: Staring into the eyes of a demon is a risky
activity, for if you gaze into the abyss, the abyss gazes also
into you. Any character engaging a demon of any kind
in a War of Souls must make a Corruption check
(standard DC for the demon) every time the
demon successfully drains him.
-'5"

Break Off from War of Souls: You

can break off a war of souls by

| years. of mentalities which had plumbed the abysses ant

f'g'.um'm were twisted in a bestial arin “f'.ryonkl,f. and his

L limbs were twisted as on a rack Tt was a war of souls. of

N

‘ frightful brains steeped in lore forbidden to men for a million

3

explored the dark stars where spawn the shadows.
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winning an opposed war of souls check in place of making an
attack. If more than one opponent is engaged in a war of souls
with you, your war of souls check result has to beat all their
individual check results to break off. (Opponents do not have
to try to keep you engaged in the war of souls if they do not
want to.) If you break off, you are no longer engaged in the war
of souls.

JOINING A WAR OF SOMULS

If your target is already engaged in a war of souls with someone

else, you can use a full-round action to join the war of souls as
usual, as above. You still have to make a successful opposed war
of souls check to become part of the war of souls.

If there are multiple opponents involved in the war of souls, you
pick one to make the opposed war of souls check against.

MULTIPLE COMBATANTS
IN A WAR OF SOMLS

Several combatants can be in a single war of souls.

When vou are engaged in a war of souls with mulriple
opponents, you choose one opponent to make an opposed war
of souls check against. The exception is an attempt to break
off the war of souls; to successfully break off, your war of souls
check must beat the check results of each opponent.
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Saying and Selling Magical, Herbal and Alchemical Items
« very nearly impossible to buy any of the items in this chapter in the normal sense, including the herbal preparations, poisons,
wd alchemical items. Though seme of the latter items are indeed bought and sold, the trade is almost always an exclusive one.
«us plants and preparations, for example, are sent by caravan from Khitai to Stygia — but they are all for the use of the priests
s sorcerers who form the theocratic government of Stygia, and are not for sale to adventurers.

se price listed, then, is no more than a guideline. In most cases it is the approximate price of the item if you were able o buy it
wwumarely somehow. For the majority of items, there is no way to buy them legitimarely for the average character, so the price
ssscad is used to determine the cost and time of manufacture for those who gain the skills ro make the item themselves (see p. 89).
A particular rich adventurer might be able ro afford to have special items stolen to order, at a cost of two or three rimes the listed
sssount — half up-front — with no guarantee that the thieves will ever make it back with the goods, or even alive for that matter.

will usually be possible to sell items from this chapter at berween 50% and 150% (30% + 2d6 x 10%) of the nominal value, if
e seller is in a large city or has contacts with powerful sorcerers. Astute scholars will realise that it is possible to make a fair living

pavelling to exoric |an|:l5 and gathering strange herbs for preparation in person, then selling them on once back in civilisation.

s is true, though it is not necessarily any less risky than any other adventurous undertaking!

Magical items proper, such as crystal balls, are never for sale. These artefacts will always either have found their way into the
wamds of a sorcerer already, or be so remote from civilisation and so well-guarded that no sorcerers in living memory have been

sie o get their hands on them.

MAGICAL, HERBAL
ANO AlCHEMICAL
ITEMS

« iwems are not all magical in the usual sense of the word.
sre simply mysterious, bur are based on knowledge thar
reerers tend to have, such as alchemy and certain similar

However, to the ignorant, anything found here will be
ied as sorcery, and little distinction will be made between
wrson of the sorcerer, the items he carries, and the magical

he can produce.

MAGICAL 1ItemMms

ems in this section cannot be made by characters under

sles; the knowledge has been lost for centuries, and

tems must be found in person, or the secrets of their

swtacture searched outr in such ancient arcane sources as

S Ssethcoming Book of Skelos supplement. For the present,

b wems presented here are likely to be used against the player

Swsscsers by powerful non-player character sorcerers, or found

w wee-lost rombs and forbidden ciries ar the culmination of a
ad difficule quest.

BANE kNIFE OF
WSAtRAL kHEL

cavy, curved knife was forged from meteoric iron with the
wtent of binding and then slaying Khosarral Khel, who

of the most powerful sorcerer-gods of a bygone age, a

er a thousand years ago. It is fashioned to resemble a
enife, though it is far more elegant than those crude

fishermens’ blades, lacking their utilitarian saw-edge. The
pommel is jewelled and the hilt wrapped in shagreen leather.

The bane knife of Khosatral Khel can be used in three possible

ways:

A character holding this knife can cancel any spell cast
by Khosatral Khel as a free action, at the cost of 1 PP or
1 hp damage (character’s choice).

If the knife is touched to Khosatral Khel, he is
immediately paralysed (no saving throw) for 2d6
rounds, or until the knife is removed from contact with
him, whichever happens later.

If the knife is used to attack Khosatral Khel directly, it
does full damage for a Yuetshi knife, with an additional
damage bonus of +1d6. Khosatral Khel’s Damage
Resistance has no effect against the Bane Knife,

The bane knife of Khosatral Khel can be taken as an example of
the bane weapon, a weapon designed rto slay a specific, named
supernatural entity. Other bane weapons may be found with
similar game statistics, but each will be dedicated to fighting one
individual creature, never a whole class of creatures such as ‘all
demons.’

CRYSTAL BALL

This shimmering crystal sphere is around six to eighteen
inches in diameter. There is no particular advantage
to crystal balls of varying sizes, other than the

obvious practical ones: increased detail -
for larger crystal balls, but increased
portability for smaller ones. Often a

powerful sorcerer will try to have at




least two crystal balls, a small one to carry and a larger
one to use in his home.

In any case, a crystal ball grants a +4 enhancement
bonus to the magic attack roll when using the visions
spell.

CRYSTAL BALL oF
SPEECH AND VISION

Certain crystal balls come as a set, with one or more
smaller crystal balls a mere three inches or so in
diameter. The main crystal ball functions exactly like
a standard crystal ball (see above), as well as having
the following properties.

A sorcerer who has a visions spell in operation may use
the larger crystal ball to speak with the possessor of
one of the smaller crystal balls, if that character is also
the subject of the visions. A two-way conversation is
possible. Speaking in this way expends an additional
+1 PP per minute. Note that other sounds are not
transmitted, only speech between the sorcerer and one subject.

The smaller crystal balls do not function other than to act as
means of communication with the main one. The only image
they will ever show is the face of the sorcerer who is currently
using the main crystal ball (if any).

SILVERY MIRROR

A silvery mirror is in effect something like a lower-quality
version of the crystal ball, with the advantage that its magical
properties will not be immediately obvious to the ignorant.
Most silvery mirrors are quite large, suitable for mounting on
a wall, though smaller pocket-sized versions may also be found
occasionally (with concomitant gains in portability and losses in
clarity of vision).

[t grants a +2 enhancement bonus to the magic attack roll when
using the visions spell.

SPELLB. ooks

Spellb.ooks are usually written on human skin that has been
fayed from the flesh of living victims.

Sorcerers do not need spellb.ooks to cast their spells, but may
find useful arcane lore in the spellb.ooks of another (often
written to make teaching acolyrtes less burdensome). Any one
spellb.ook will contain full information on 2d4 spells from
one or more sorcery styles, and adds a +4 bonus to the
Knowledge (arcana) check made to research any of the

spells derailed within it .
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STAFF OF ODEATH

This Khitan magical item resembles a quarterstaff. It can be
used as a weapon, in which case it is treated as a quarterstaff but
with a +1 enhancement bonus on all artack rolls made with it.
In addition, it can be used to deliver spells that have a range of
‘touch’. Used in this way, it activates the spell whenever it strikes
an enemy, whether or not its regular melee damage penetrates
his armour. The staff itself is said to be cut from ‘the living Tree
of Death,” and must be crafted individually for the wielder — if
stolen or otherwise acquired from the original wielder, it has no
effective.

ORUGS, POISONS
ANO HERBAL
PREPARATIONS

The raw materials for herbal items are generally very tricky
to obrain, and the final substances are also often difficult and
time-consuming to manufacture. Rather than buying the raw
ingredients, a herbalist will usually need to search for them
himself. It is rare to find unprepared herbs for sale, since anyone
who knows which herbs to pick also knows there is far more

Gingerly he drew the sword. and from
ut aﬂ‘mu‘b o lqrﬂ'm'sl's ft'qm':\ 1‘.\41’{{!{ like
hat which slavered from the scimitar-
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An Introduction to the Lotus
sous lotus plants can be found everywhere from Khitai to Kush. They scem to grow predominantly in jungle or swamp

vwronments, though none grow in the Pictish Wilderness. Even among scholars, there is some confusion as to the nomenclature

{ the various types of lotus plant, and the various preparations that can be made from them. The following system of classification
iended to be simple and comprehensive, and includes all the various lotus plants and preparations mentioned in the Conan

1cs.

Black Lotus: The most versatile and infamous of all the lotus plants is the black lotus. It grows extensively in the jungles around
s Zarkheba River and is used by the denizens of the lost city of Xuthal, among other places, to make a variery of preparations. It
cems likely that it also grows elsewhere in the Black Kingdoms, though probably newhere so lushly as around chat black-watered
ver. The plant itself is actively malevolent and is treated as a plant creatute (see the forthcoming Book of Skelos). Those who can
t close enough ro harvest it without being overcome by its dread fumes can find a variety of uses for it, including the deadly
poson Black Lotus Juice (see p. 230), the incense-like drug Black Lotus Powder (see p. 230), and the potent wine known as Black
Lotus Wine (see p. 230). The fresh-cur lowers are known as Black Lotus Blossom (see p. 230) and are particularly potent in their
hallucinogenic and narcotic effects,
Golden Lotus: This lotus plant is something of a mystery. Its extract, Golden Lotus Juice (see p. 230), is found in Zamboula and
s perhaps the most beneficial of the various lotus preparations. However, if the plant itself is related to the other lotus plants it
sust grow in a swamp or jungle, of which there are few near the steppes and deserts around Zamboula. It seems likely char this
& another Khitan export, since Zamboula is on the main caravan route that extends from Khirai to Stygia. That would account
for its relative rarity, as otherwise it would seem odd thac such useful plant would not be found more commonly in the Hyborian
kingdoms. Alternatively, it is certainly possible that it is related to the white and black lotuses and so grows in Kush and the other
Black Kingdoms. It could even be a swamp plant from southern Stygia, like the purple lotus. If it does indeed grow in Kush or
Stygia, it must be scarce indeed, for it is highly prized.
Green Lotus: One of the two varieties of lotus found as far east as Khitai, the green lotus in its natural form is almost black in
colour and so is sometimes called black lotus by the ignorant. Green lotus blossoms are cut from the lost jungles of Khitai by the
priests of Yun, who dry the great flowers out and powder them into a fine dust for export by caravan to Stygia. This dust is known
as Green Lotus Blossom (see p. 231) and is one of the deadliest poisons known to man.
Grey Lotus: Perhaps related to the green lotus, the grey lotus is also found close to Khitai, but in the Swamps of the Dead beyond
that mystical land. Its blossoms are cut, dried and powdered, then exported as far as Corinthia and perhaps elsewhere. Grey Lotus
Blossom (see p. 231) sends any who breath its dust immediately and murderously insane.
Purple Lotus: Found only in the ghost-haunted swamps of southern Stygia, the purple lotus has only one known use. The juice
extracted from all parts of the plant forms a powerful paralytic poison, known as Purple Lotus Juice (see p. 231).
White Lotus: The white lotus tree is larger than the other lotus plants, and is surprisingly benign or at least harmless. It grows
in Keshan and elsewhere in the northern Black Kingdoms, but nowhere else. There are no particularly powerful uses known for
the plant, though it is possible that it may have properties only brought out by combining it in another herbal preparation. If so,
experiment is the only way to find out for sure.
Yellow Lotus: Closely resembling the black lotus in its effects, but a far less potent plant, the yellow lotus secretes Yellow Lotus
Resin (see p. 231) bur has no other particularly useful properties. It seems likely thar it, like the black lotus, grows somewhere in
the northern Black Kingdoms, but it is used by sorcerers from around the world.

profit to be had in selling the various extracts and drugs that can
be made from them than selling the herb by itself. secrion (see p. 89).

I'he most notorious of all herbs are the feared lotus plants. APPLES OF OERI(E‘CA
Lotuses come in a number of varieties, and some of these varieties

have several different uses, See the sidebar, An Introduction to
the Lotus, for more information about lotus plants and the b 5 : :
preparations that can be derived from them. green. The trees grow in the lush jungles of Kush.

The apples are a deadly poison if eaten, or if the fresh juice
is smeared on weaponry. The juice even inflicts some
damage if spilt onto skin. The apples need no particular
preparation to be poisonous, so the Craft (herbalism)

When gathering a venom or other product that derives from a
particular creature rather than a mere plant, the Games Master
will require you to play out art least one combar with it as well as
simply finding it. These poisons are usually gathered with the

Poison Use fear, rather than the Craft (herbalism) skill, since skill is not needed to make use of the poison

the latter only covers plant based products. Plant-based poisons (though it could be useful in finding a place
such as the Apples of Derketa can be gathered either with the

tear or the skill.

where they grow — see Chapter 3: Heroes o
of the Hyborian Age). g
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Full rules for crafting herbal items can be found in the Skills

These large apple-like globes are dark crimson in' colour and
grow on a tree whose broad leaves are a rich and peculiarly vivid
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" “Vhat's what the black people of
=3 -», “Rush call the Apples of “Oerketa.
/Q" B Ocrketa is the Queen of the Oead.
= Drink a little of the juice. or spill it on yorr
1 .sfs. and ‘umu\ fu‘ t\('a'!b ‘u‘f ;‘?’l‘ Jou c'.‘nfb tnmbf:‘ e
the foot of this crag.

Oh!
The juice’s potency lasts only for an hour or so, though an
apple could conceivably be carried for a week before losing its

potency.

BLACKk LOTUS BLOSSOM

The flowers of the black lotus give off a heady scent that causes
Any who inhale them must make
Fortitude saving throws (DC 25) or fall fast asleep for 1d3 hours.

dream-haunted slumber.

However, this sleep can also be useful, for the dreams thart result
are often prophetic or otherwise highly informative in nature.
Anyone undergoing the sleep of the southern lotus may atrempr
a Knowledge (arcana) skill check once per hour to gain some
useful insight into his current situation, at the Games Master’s
discretion. If this information tells of an immediate threat to his
sleeping body, he may attempt to rouse himself through sheer
willpower alone with a Will saving throw (DC 25).

f.Hr recoiled. recognising the black lotus,

: whose juice was death, and whose scent
& brought dream=luameed slumber. *But
2 already he fele a subele lethargy stealing
over him. He slmgflt to fi'[k his sword. to hew
downt the serpentine stalks. but his arm J‘ruu‘.p
less at his side, e op«-urb his mouth to shout
to his warriors, but Nl(lf u f;u'r.l[ ratele issued. The
, wext instant. with appalling suddenness. the jungle

D and dimmed before his eyes: he ¥id not hear

W'
the screams that burst out awfully mot fur away
as his knees r.u'l'.qrnrf. fctu‘rr‘q him .m'!ﬂ'l I'r'mpf‘u to the
carth. Above his prostrate ﬂ‘r’m the great black

blossoms nodded in the windless air.

BLACK LOTUS JuICE

This is a deadly poison, plain and simple. It immediately brings
a man to his knees, weak as a kitten, and finishes him off soon
after.

BLACk LOTUS POWOER

This incense-like stuff is burnt to provide dreamy, opium-
like effects which can either boost a sorcerer’s power or
allow rapid recovery from major sorcerous cfforts, at

the cost of a distinct lack of function for a day
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A sorcerer who has been reduced below 0 PP by the Pushing
It rules (see p. 190) or some other means may return to full
Base PP by burning one dose of the powder and then spending
4d6 hours completely helpless as he alternates between an
unconscious stupor and wild waking dreams.

A sorcerer who is at 0 PP or above when he burns the black lotus
gains 1 PP per hour for 4d6 hours, up to a maximum of his
Maximum PP. His PP will not begin ro reduce back to his Base
PP until the black lotus powder wears off. He is not completely
helpless during this time, but will suffer a -4 circumstance
penalty to all Listen and Spot checks.

Cost: 300 sp/dose

BLACk LOTUS WINE

Also known as lotus-juice, this is a wine-like drink, drunk for
pleasure. It is a mixture of various extracts from the black lotus,
steeped in a sizable quantity of strong wine. The quantities used
in the recipe are a closely guarded secret, for if the balance is
wrong the drinker may be made permanently insane or even
killed by the lotus juices. Made correctly, lotus wine will render
the drinker unconscious through alcohol poisoning before it
kill him from the quantity of lotus used. The general effects
are similar to those of burning black lotus powder, except
that the wine offers no particular benefit to sorcerers — only
hallucinations and drunkenness to dull the senses of the jaded.
Black lotus wine is particularly common in the mad city of
Xuthal (see p. 275).

Cost: 50 sp/pint

BLACk STYGIAN
SCORPION VENOM

A single drop of this deadly venom is enough to slay a strong
man, if it gets into his bloodstream.

GOLOEN LOTUS JuICE

This golden liquid is extremely scarce and valuable, for it
provides instantaneous relief from all herbal and alchemical
effects, including the slumber, paralysis or madness that may be
caused by some of the other lotus varieties. Drinking a single
dose of it will also cure 1d6 points of ability damage, if the
drinker has any.

Cost: 1,200 sp/dose

GREAT SERPENT
VENOM

This powerful poison is carefully ‘milked’ from the great serpents
that infest the swamps of Zingara.




GRE.EN LoTus BLossoOM

is is often called black lotus, though it is not the same plant
1c true black lotus of Xuthal and the Zarkheba River. The
en lotus blossom is a greenish-yellow powder that kills when
haled. It grows only in the jungles of Khitai, but is exported

1 small quantities to Stygia by caravan.

GREY LOTUS BLOSSOM

who breathe in this dust and fail their

tulll!!uik Saves
re not only dealt ability damage, bur also enter berserk furies

dentical to those described under the Fighting-Madness feat

¢ p. 115). While infuriated, they will attack the nearest living

creature.

PURPLE LOTUS juICE

I'his is by far the most powerful paralytic poison known, capable
) F I ) f I

of felling even the mighry Conan.

vyELLOW LOTUS RESIN

['his is something like a poor man’s bl lotus powder, a dark
vellowish-hrown resin scraped from the leaves and Howers of the
ellow lotus. Yellow lotus resin is used by sorcerers to provide
L‘“-'L'L[. EI.-.

visions and trances, with a strong hallucinogenic

ffects last for 2d4 hours. It granes a +2 circumstance bonus to
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The sun sets amd it is time we were on
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all Knowledge (arcana) checks made with relation to Divination

checks.  Furthermore, during its duration the sorc

considered to be resting for purposes of regaining power points,

whatever he is actually doing. However, he has a -2 penalty 1o
Listen and Spot checks while affected by the resin and for 1d6

hours thereafter,

THE EFFECTS OF
POISON

When a character takes damage from an arrack
with a poisoned weapon, touches an iem
smeared with contact poison, consumes
['ll..li:u.!lln_'d hh\d Ol llli[!l(, or is tilhcf WISC

poisoned, he must make a Fortitude




Table 8-6: Poisons
Poison Type

Conrtact DC
20

[njury DC 22
Ingested DC
21

Inhaled DC 25
Ingested DC
22

[njury DC 23
Injury DC 21

Inhaled DC 24
Inhaled DC 22

Apple of Derkera Juice
Apple of Derketa Juice
Apple of Derketa
Black Lotus Blossom
Black Lotus Juice

Black Stygian Scorpion Venom
Great Serpent Venom
Green Lotus Blossom

Grey Lotus Blossom

Purple Lotus Juice Injury DC 28
saving throw. If he fails, he rakes the poison’s initial damage
(usually ability damage). Even if he succeeds, he typically faces
more damage 1 minurte later, which he can also avoid with a
successful Fortitude saving throw.

One dose of poison smeared on a weapon or some other object
affects just a single rarget. A poisoned weapon or object retains
its venom until the weapon scores a hit or the object is touched
(unless the poison is wiped off before a target comes in contact
with it). Any poison smeared on an object or exposed to the
elements in any way remains potent until it is touched or used.

Although supernatural and spell-like poisons are possible,
poisonous effects are almost always extraordinary.

Poisons can be divided into four basic types according ro the
method by which their effect is delivered, as follows.

Contact: Merely touching this type of poison necessitates a
saving throw. It can be actively delivered via a weapon or a
touch attack. Even if a creature has sufficient damage reduction
to avoid taking any damage from the artack, the poison can still
affect it. A chest or other object can be smeared with contact
I'Iﬂi!i()l'l as p;ll'[ ()I‘;l rr;lp,

Ingested: Ingcswd poisons are virtually impmsihic to utilize in
a combar situation. A poisoner could administer a potion ro an
unconscious creature or attempt to dupe someone into drinking
or earing something poisoned. Assassins and other characrers
tend to use ingested poisons outside of combat.

Inhaled: Inhaled poisons are usually contained in fragile vials
or eggshells. They can be thrown as a ranged attack with a
range increment of 10 feet. When it strikes a hard surface
(or is struck hard), the container releases its poison. One
dose spreads to fill the volume of a 10-foot cube.
Alternatively, four doses may be placed in a

specially designed one-use blowpipe (cost
- )

Initial Damage

1d6 Con

2d8 Con

2d6 Con

1d3 Ser + Hallucinations
1d10 Str + 1d6 Con

2d4 Con + 2d6 Dex
2d6 Con

1d6 Con

2d6 Wis + Madness (see
description)

3d6 Dex + Paralysis

Secondary Damage  Price
1d6 Con

2d8 Con

500 sp
500 sp
2d6 Con 500 sp
Unconsciousness 1,250 sp
2d6 Con 750 sp

2d4 Con + 1d6 Dex
1d6 Con
2d6 Con

1,000 sp
850 sp
1,500 sp

1d6 Wis 800 sp

1d6 Dex 2,500 sp

20 sp) to fill the volume of a 20-foot by 20-foot by 10-foor high
cuboid; the blowpipe used in this way has a range increment of
5 feer. Each creature within the area must make a saving throw.
(Holding one’s breath is ineffective against inhaled poisons;
they affect the nasal membranes, tear ducts, and other parts of
the body.) The cloud typically persists for 3d6 ruun(_ls. 50 it
is possible for it to affect several creatures if they wander into
it after the initial targets; furthermore, ar the Games Master's
discretion, it is subject to being blown by the wind during this
time and could potentially be blown back towards its users.

Injury: This poison must be delivered through a wound. If a
creature has sufficient damage reduction to avoid taking any
damage from the attack, the poison does not affect it. Traps that
cause damage from weapons, needles, and the like sometimes
contain injury poisons.

The characreristics of poisons are summarized on Table 8-6:
Poisons. Terms on the table are defined below.

Type: The poison's method of delivery (conract, ingested,
inhaled, or via an injury) and the Fortitude save DC to avoid
the poison’s damage.

Initial Damage: The damage the character takes immediately
Ability

damage is temporary unless marked with an asterisk (%), in

upon failing his saving throw against chis poison.

which case the loss is a permanent drain. Paralysis lasts for 2d6
minutes.

Secondary Damage: The amount of damage the character takes
I minute after exposure as a result of the poisoning, if he fails
a second saving throw. Unconsciousness lasts for 1d3 hours.
Ability damage marked with an asterisk is permanent drain
instead of temporary damage.

Price: The cost of one dose (one vial) of the poison. It is not
possible to use or apply poison in any quantity smaller than one
dose. The purchase and possession of poison is always illegal,
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ind even in big cities it can be obtained only from specialized,
ess than reputable sources.

PERILS OF USING POISON

A character has a 5% chance of exposing himself to a poison
whenever he applies it to a weapon or otherwise readies it for
ise. Additionally, a character who rolls a natural 1 on an attack
roll with a poisoned weapon must make a DC 15 Reflex save or
accidentally poison himself with the weapon. These penalties
can be obviated by selecting the Poison Use feat (sce p. 123).

POISON IMMUNITIES

Creatures with natural poison attacks are immune rto their
own poison. Nonliving creatures (constructs and undead) and
creatures without metabolisms (such as elementals) are always
immune to poison. Oozes, plants, and certain kinds of oursiders
are also immune to poison, although conceivably special poisons
could be concocted specifically ro harm them.

AlLCHEMICAL
ITEMS

Alchemical items are quite similar in nawre to herbal
preparations, except that they require more extensive tools,
usually a fully functional alchemist’s laboratory. Full rules for
crafting alchemical items can be found in the Skills chaprer (see
p. 89).

Note that alchemical items marked with an asterisk (#) can be
used in conjunction with the greater telekinesis spell.

Outfitting an Alchemist’s Laboratory

Unlike the usual crafts, whose practitioners can often get by with
portable roolkits, alchemy requires a great deal of equipment if
one is to practice it at all, ler alone successfully. At a bare
minimum, a reom around 10 feet by 10 feer will need to be set
up to serve as a laboratory, Alchemical work can only be done
if the alchemist is undisturbed, so a stour lock, a certain amount
of isolation, and guards of some kind are all recommended for
the laboratory.

A basic laboratory can be set up for some 500 sp, SO |nng as
the above requirements are also met. This has only the bare
minimum of equipment, such that in effect the alchemist
is working with improvised twols (-2 to all Craft - alchemy
checks), though without even this minimal lab no work ar all
can be done.

For a more advanced laboratory, a 20-foot by 20-foot room
will be required, along with 1,500 sp in equipment. This gives
neither bonuses nor penalties ro alchemy.

A masterwork laboratory requires a 30-foor by 30-foor room
and equipment costing 5,000 sp. This grants a +2 bonus to all
Craft (alchemy) checks.

ACHERONIAN DEMON-
FIRE®

S wich something shinimg - a glistening sphere

*This he threw siddenly at Conan. The Commerian

weontemptuously struck € aside with his sword = at the

of whice, blimding flame. and Conuan picched senseless

to the ground

This powerful demon-fire recipe, older and subtler than Kothic
Demon-Fire (see p. 234), is loaded into a glass orb which can
be flung at an opponent. It can cither be hurled directly at
a character, or onto the ground. In either case it has a range
increment of 10 feet.

If thrown at a character; a ranged touch artack roll is made
against his Defence Value.
bonuses cannot be applied — a character who attemprs to parry
a demon-fire orb will simply set it off as soon as it conracts the

As usual for missile fire, parry

parrying weapon. Against a character, it inflicts 1d6 fire damage
and incapacitates him for 1d6 hours. He may make a Fortitude
save (DC 25) to avoid the incapacitation effect, bur not the
damage.

If thrown at the ground. the Acheronian demon-fire affects a
10-foot by 10-foot area. Any character within the area affected
must make a Reflex save (DC 20) or sustain 1 point of fire
damage and be stunned (lose all dodge and parry bonuses to DV
and can take no actions) for 1d4 rounds.

Cost; 1,500 sp. Requirements: Craft (alchemy) 6 ranks.

FLAME-POWOERS

Flame-powder is something of a poor-mans demon fire,
magically treated sulphur which will burst into Hame as soon
as it is struck hard or crushed. It can be hurled to the ground
with some force, but only immediately adjacent to the sorcerer
throwing it. In this case it affects a 5-foot by 5-foot area within
5 feer of the sorcerer, bursting into small flames thac last for
one round and deal 1d4 fire damage to any creature within its
square, as well as porentially starting fires. Alternatively, it can
be simply poured out over a surface, and the next creature .
weighing at least 200 pounds who steps on it while
running (or who weighs 400 pounds or more bur steps
on it while walking] immediately triggers the effect.

N




Level) hit points on any wounded character.
It also instantly restores up to 1d6 + Character

Level ability score loss in each damaged ability,
She bent wnd placed the jar to his lips. e i Y = 8 X
; 3 ; it any (see page 173).

trank, mcrl':muml'(;; at first. then with a
suddenlyy roused imterese. “To her « t he = = .
Suece (‘f Fousee (Mteres P HET AN SRR Cost: 1,750 spa"d()s:. Rz'quwufur_r: Craft

sat up and ook the vessel from her haods, “When he (alchemy) 12 ranks, must discover the recipe
chemy) 12 ¢s, must disc

lifted his face. his eyes were clear and normal. Much : ;
-4 4 I Y k. ! from the Xuthallans or by other researches,
of the drawn hu_‘@:.lrb {ook hat done from his Jeatures | 1

and his voice was not the numble .\f‘?‘-t‘l.{r{nm

kOTHIC ODEMON-

Crom! “Where did Jrou get tfi:’s?' Fl RE%
This small glass orb is filled with a deadly

She pointed. “From that aleove. where a yellow hussy is s : i
sleeping combination of substances which ignite into
See, i d

heat and flame on contact with air. It can

: - = either be hurled directly at a character, or
He thrust his muzzle again into the golden [fquid. i 2 .
onto the ground. In either case it has a range

j
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! " . : : o - g increment of 10 feet.
By Crom. he said with a deep sigh, T feel mew [ife and power

rush like \\'t'f;‘{}'r (s t-"u'.m\m’; my Veins f'l:r:‘[gf this is the Very .
If thrown at a character, a ranged touch attack

roll is made against his Defence Value. As usual
for missile fire, parry bonuses cannot be applied
Used in this latter way, the flame-powder will lose its potency — a character who attempts to parry a demon-
after one hour if no-one steps on it. fire orb will simply set it off as soon as it contacts the parrying
weapon. Against a character, it inflicts 5d6 fire damage and

elixir of Life!

Cost: 50 sp. Requirements: Craft (alchemy) 4 ranks, stuns him (loses all dodge and parry bonuses to DV and can

take no actions) for one round. He may make a Fortitude

GOLOEN WINE. OF save (DC 20) to avoid the stun effect, bur not the damage.

XUTHAL

This  nectar-like  liquid
heals wounds almost
instantancously, ~ and if ‘Rhemsa stood silent for a space, gazing into the shadow’s
drunk rt‘gu];lﬂ,\‘ prolongs y from which those glimmering eyes gave back his stare wich
life too. It is found only in » B $ brrning intensity. “Then his hamd went into his robe and came
the lost city of Xuthal, dccp out again. amd from his opening fingers a shimmering feather of
in the Southern Desert. [t B S}'I"II"I':{I"H‘[] dust .«';':rb to t_ﬁf.‘ ﬂfr‘q.‘ Ju.\hm(fy il ﬂ.—rrc -:‘f};rrm ﬂn‘
is possible that the golden . lighted the enclosure. Inthe brief glare the forms of seven men
wine is derived from the S stanmding motionless behind the bars. were limned in vivd detadl: tall
golden lots (see p. 230), . hatry men in ragyed hillmew's garments. They 3 not speak, but in their
but this is no more than gipes blazed the fear of death, and their hairy fingers gripped the bars
speculation — the secret of its
manufacrure is known only - The f}'r( died onit but the ‘qu\' remained, o aprizering ball ;\f‘fg.'milrnt green that
to the half-dreaming cilizcn‘s pulsed s shimmered on the flags brﬁ\n‘ Khemsa's feet. The wide gaze of the
of Xuthal, i tribesmen was fixed on it. Te wavered. elongated. ic turned into a luminous
areensmoke spiralling upwards, Te ewisted amd writhed like a great shadowy

A Sil‘lg'c Soseof this wine iz serpent, then broadened and billowed out in shining folds and whirls. Tt grew to

sufficient ro instantly heal
2d8 + (2 x Character

a eloid moving swiftly over the flags - strafght towards the grille. “The men
watched its coming with dilated cyes: the burs quivered wich the arip of their
desperate fingers, Bearded lips parted but no sownd came forth. The green elowd
rolled on the bars and bloteed them {;'mu .\{E[l’l!: like a f;‘ﬂ it oozed U’lrma.sp'l the
grille and hid the men wichin, “From the enveloping [olds came o strangled gasp

s .\,-'-.«f i ;*I'lm_.qm‘ .‘I!:l\("l{lf ider the surface n,l‘-\\'au'r That was all

“By Crom. he sad with a deep sigh. T feel new life and power rush like

Wildfire chrough my veins. Surely this is the very elixir of Life!
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f thrown at the ground, the Kothic demon-fire
sffects a 10-foot by 10-foot area. Any character
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thin the area affected must make a Reflex save
DC 20) or be dealt 2d8 fire damage.

15

" -

art: 500 sp.  Requirements: Craft (alchemy) 4
ran i\“
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LoTus sMoke®

Lotus smoke is a preparation derived from any
stus blossom (green, grey, or black). When cast

—
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n the ground (treat as a thrown weapon with

2 range increment of 5 feet), it sheds light in a
15 feet radius. One round later, it turns into a
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slowing ball that affects all who look on it (treat
s an Evil Eye range spell) as though targeted by
un entrance spell cast by the sorcerer who created
the lotus smoke. The ball moves 10 feet in the
same direction as it was initially thrown. One
round later stll, it turns into a cloud of smoke
15 feet by 15 feet by 15 feet in size, which
moves in the same direction again, this time at
20 feet per round for 2d6 rounds. In smoke
form, it has exactly the same effect as the lotus

blossom it was originally derived from.

Cost:  Lotus greensmoke, 3,750 sp; lotus
greensmoke, 4,500 sp; lotus greysmoke, 2,400
sp. Raw Materials: 1 dose of either green, grey,
or black lotus blossom (which is considered to

replace the usual 1/3 cost for raw materials).
Requirements: Craft (alchemy) 10 ranks, Craft

(herbalism) 8 ranks, entrance.
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STYGIAN TOMBDB-
OUSTH

If he fails, he is blinded for 2d6 rounds (cannot see; no parry
or dodge bonuses to DV; moves ar half speed; -4 penalty on
Search checks and on most Strength- and Dexterity-based
skill checks; all checks and activities that rely on vision (such

This dust causes temporary blindness when flung into the
eyes. The target gets a Reflex saving throw (DC set by your

magic attack roll) o avoid it completely. ; ; ; 4
8 ray as reading and Spor checks) automatically fail; all opponents

are considered to have total concealment (50% miss chance)

to the blinded character).

Cost: 400 sp.  Requiremenss:  Craft (alchemy) 5 ranks,

Knowledge (arcana) 5 ranks.

Aside. wizard! shricked Amalrus.

maddened l’.ly the gfm't' in the Commerian s
’ _Mm' cyes

L Back. I say! roared Tsotha, roused to awesome

wirach. His lean hand came {'rom his sleeve

and cast a show'er .1!'31;,( into the O,-'lfn'r'e'.m s

contorted fuce. Amalrus eried out and staggered

back. elutching at his eyes. the sword falling from
his hand
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s ' Table 8-7: Specific Acolyte Backgrounds
"-"“-. i - Kushite e
N Khitan
e oS W SRR
| L Fim!er
‘; A | Calm of the Astrological S e
: j Adept Prediction Summon Beast
i f‘ ) }\Stl'ulugical : Lesser [11-
i . Prediction Warding Fortune
'.l Incantation Gk
‘ 3 Warrior Trance  of Amalric’s g
1 5 Summon Beast
» Y Witchman
= \ Lesser 111
i ( 4 Psychometry, l;:hr:trnc ) ll-Fortune,
\ A : ’ bl il
¥ Raise Corpse Ferchombiry Warding
“ < i Rune of Rune of
Tt 3¢ .
— "‘ e Bones Jhebbal Sag Jhebbal Sag
[ 6 p;lrtlng Visions (:l reater [1l-
y Serpent Fortune
: . Greater Greater
7 Mind-Reading ! :
" <k WARE Warding Warding
o B Dance of the
- ,_:' Warding, Changing
- 8 Grearer Free Choice Serpent,
. Warding Astrological
Prediction
Sorcerous o .
9 Free Choice Free Choice
News
10 Death Touch Free Choice Free Choice

EXPANJING
THE AColLyTe
BACKkGROUND

The following are examples of typical scholars who have the
Acolyte background. These represent the standard methods
of teaching of the sorcerous societies listed; it is not usually
possible for a character to deviate from these teaching
methods once he has commenced them, though sometimes
an individual master will alter the curriculum somewhar. A
character who breaks away from his sorcerous society, or who
studies elsewhere in secret, may certainly learn different spells
with the agreement of the Games Master (usually as though
Independent or by making a Pact with a demon), though
this often has its own risks, such as covens wanting
revenge if they discover their acolyte has rejected their
teaching.

Scholars with the Pact or Independent
—— . .
%, background are usually unique in
their

Priests tend to

level progression, while

h;}‘u’f more

Wise-Woman
s Sorcerer of the
Rakhsha or Cunning- :
Black Ring
Man
Entrance Summon Beast  Conjuring
Calm of the Astrological Lesser IlI-
Adepr Prediction Fortune
l_):lrurlg Animal Ally Telekinesis
Serpent :
Warrior Trance, Geaeer Wardmg.
Wardi Summon Beast, Greater
A0S Warding Telekinesis
[.-l‘vpnm.lc Visions [ll-Fortune
Suggestion
2 e Sorcerous Greater lll-
Domination K )
Garden Fortune
- Dream of Greater
e Wisdom Warding
Lesser 1I- 5 e
Fortune, Curse Free Choice Raiso Corgie

Burst Barrier

of Yizil

(Jmatf"r Free Choice Free Choice
Warding

Ma&% H:V priotic Free Choice Free Choice
Suggcsn{m

freedom to choose spells, but a more limited range of spclls
to choose from — see (:haptcr 11z Religion.

AcolyTes

Khitan Sorcerer:
above all else, and though they will not hesitate to slay those

Most Khitan sorcerers value information

who deserve it or are their allotted targets, they prefer to
avoid unnecessary deaths. They also learn Oriental magic
and curses, making them highly effective combatants.

These sorcerers usually wear hooded, wide-sleeved robes of
a very dark grey or black material, and sandals beneath their
robes. They favour staffs as a weapon, and, if they can get
them, Staffs of Death (see p. 228) as a means of delivering
their spells.

Khitan sorcerers almost always travel and train in small
groups. One member of the group will be the senior
sorcerer, responsible for teaching the others, and will usually

be scrupulously fair but by no means a pushover.

Kushite Witch-Finder:  The Kushite witch-doctors,
witchmen, or witch-finders are particularly famed for their

countermagic abilities. Their duties are to protect the
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tribe from rival witches, predict the future, and curse tribal
enemies, in approximately that order of importance.

Most favour feathers, bones, and animal skins as their outfit,
in classical shamanic style. Often they also sport long, wild
dreadlocks.

The Kushite tradition of scholarship is in many respects far
more open-minded than that of the more supposedly civilised
nations. They are happy enough to share their knowledge
with others, even those from distant lands. Likewise their
sorcerers rarely exert undue influence over their acolytes
— though a senior witchman can be a harsh taskmaster, he is
genuinely concerned for the wélfare of his acolyte and desires
to train him to be an asset to their tribe.

Pictish Shaman: The shamans of the Pictish Wilderness are
a dangerous bunch, though fortunarely they spend most of
their time fighting cach other rather than banding together
and raiding the Hyborian kingdoms. Thus some of the
carliest spells they learn are curses, and they love practising
such magics.

Like the witchmen of Kush, Pictish shamans favour feathers,
bones and simple loin-clouts as their garb, though the
relatively light-skinned Picts also use war paint and other
ceremonial colouring to show off their intent and call their
spirits’ attention,

Pictish shamans are wary of sharing their magic, and this
even extends to teaching it to their own tribe or even family.
Acolyte shamans had best be constantly on the alert to prove
their loyalty, or they are likely ro find themselves used as the
next sacrifice to the weird Pictish gods.

Rakhsha: These Vendhyan and Himelian scholars are experts
with Oriental Magic, and usually combine this expertise with
at least some knowledge of martial arts to complement such
They are also skilled hypnotists,
capable of defeating most foes without so much as lifting a
finger or raising a sweat. Finally, most learn at least a measure
of countermagic, recognising that another sorcerer is a far
greater threat than most ordinary humans could ever be.

spells as warrior trance.

Most wear plain robes and appear unarmed, though they
often have concealed weaponry or sorcerous objects under
their robes.

Rakhshas are usually acolytes of far more powerful groups.
Those from the Himelian mountains are usually apprenticed
to the Seers of Yimsha, and are regarded as completely
expendable by their wicked masters.

Wise-Woman or Cunning-Man: These respected but elusive
scholars are often called witches, though this is not strictly
true. They tend to live an almost hermit-like existence,
secking wisdom in the silences of the high places. They gain
knowledge through herbal means such as the green smoke
method of casting the wisions spell, or their own dreams.
They gain oracular knowledge from their gods, some of
which they are permitted to communicate to others, some
they must keep to themselves.

Most wise-women or cunning-men dress and act simply,
favouring warm, practical clothing in neutral wools.

Wise-women and cunning-men are some of the fairest and
kindliest taskmasters when it comes to their apprentices (as
they call acolytes). Their genuine concern for the well-being
of their charges is on a par with their love for nature.

Sorcerer of the Black Ring: The sorcerers of the Black Ring
are some of the most accomplished prestidigitators of the
Hyborian Age, and seem to constantly be hurling demon-
fire or tomb-dust at their foes. They also learn cursing,
countermagic, and necromancy.

Sorcerers of the Black Ring do not have a uniform dress code,
though many wear dark-coloured robes.

The Black Ring is Stygia's foremost sorcerous society, and
those acolytes who apprentice themselves into its lower
echelons must dedicate their lives to obeying their superiors
in the society. Higher level sorcerers of the Black Ring almost
always learn the Summoning sorcery style, and often use their
apprentices as assistants when calling up demons, which can
lead to even newcomers to the society coming into contact
with creatures which force a Corruption save (see p. 75).
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